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BioShock 2: 


Rapture 
Reborm 


Learn about Rapture’s dark secrets 
in our eight-page exclusive report 
that explores the areas of the 
underwater city that Andrew Ryan 
never knew about. 


2010 Sequel Report 
BioShock 2 isn’t the only antici- 
pated sequel coming in 2010. 
We update you on Mass Effect 
2, God of War Ill, Crackdown 2, 
and more games for every 
console and handheld (page 46). 
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Spawn Point CHANGES AT 
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The road ahead for GamePro will be filled 
with positive change. Regular readers will 
notice some developments in this month’s 
issue, but as we edge closer to 2010 we also 
approach a new direction for the brand both 
in print and online at GamePro.com. Our 
goal for the future is to provide thought-pro- 
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Headshot's Birthday " ’) Remastering a Classic voking and in-depth coverage that’s about 
With the headshot celebrating We chat with famed developer more than just the products of this industry, 
Shes its tenth anniversary, we talk to Charles Cecil and legendary our goal (yeah, yeah | know this sounds pre- 
developers and enthusiasts comic book artist Dave Gibbons tentious) is to peek into the gaming's soul. 
about its origins and future. about updating 1994’s Beneath Games are increasingly complex expe- 


riences that manipulate our emotions and 
challenge our minds. They’re also a funda- 
mental part of our culture. They bring us to- 


a Steel Sky for the iPhone. 


) # The Reach of Retro New Gaming Magazines gether as a community, they give us shared 
Z|. From good old nostalgia to You're reading a pretty awesome i agains and provide us with a rich = 
fs : great new gameplay ideals, we magazine right now, but we high- riety of entertainment to occupy our avail- 
en fret th ligh - fF able time. In the coming months, our goal 
siplenian ong Apaiiedeennetsmetoias ight some more cool new publica- is to tackle our subject matter in a lot more 
Nintendo, Capcom, and video tions you won't find in stores. 


depth, but there are a few examples in this 
issue that will give you some insight into 
the direction we will be taking. 

ee ee ee : To start with, there's our cover story. 
28 views _ : : 2 | BioShock 2is undeniably one of the big- 

: : pee Ss = Se im gestreleases of early 2010, but there's far 
more to discuss than the way the mechanics 
of the game have matured, or how the Big 
Daddies have evolved. Creative director Jor- 
dan Thomas provides us with some insight 
this issue into how they approached making 
a sequel to an original that was so complete. 
He explains that the story of BioShock is not 
the story of a single character, or a group of 
heroes, but the story of the city of Rapture 
itself. He then elaborates on how working on 
the game affected his own creative process, 
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Fairytale Fights (PS3, Xbox 360) TET COCO err 82 contentious aspects of the game, and ques- 
Grand Theft Auto: tion whether Infinity Ward went far enough 
The Ballad of Gay Tony (Xbox 360)... 83 with their emotionally charged prologue. 


This is just a taste of what lies ahead. 
Be sure to check GamePro.com for new 
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Lego Indiana Jones 2: 


The Adventure Continues (Xbox 360) ............... a7 sm on rn aiecmatae 
re - xpect some big chan 

Need For Speed: Nitro (Wii) ............::ceeceeeseeseeeeeees 78 magazine. We hope you enjoy it. 

Ratchet & Clank Future: Seiten tiedigns 

A sir In Tinie (PSS) xcs apace aaa aa 80 EVP Content 

Resident Evil: The Darkside Chronicles (Wii) .... 76 twitter.com/jwhdavison 

T@RKeT 6 (PSs, DOM BOO) weccncrteccsacnsacctaceminxennnswninns 81 

Uncharted 2: Among Thieves (PS3)...............00008 74 


GAMEPRO.cOM JAN 2010 // 3 


nite 
ae 


A 
An 


Pa 
ea 
ae 


aloha 
wren Nanas 
Nee sane 


ies 
asa 


aces 
Ae 


cn 


ht 
PAN 


yeh 
HOM 
nue 


sania 
Aaly 
AG 
ee 


bie. 


Res 
mnie 


Cop on the edge Jack Slate is highly trained and 
highly agitated in this epic neo-noir drama. 
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The heavily tattooed Subject Zero may be too 
hot to handle—even for Commander Shepard. 
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Decide the future of the Ark, a floating city surrounded 
by water as far as the eye can see, in this futuristic FPS. 
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“One of the most exciting Final Fantasy games in ages.’ 
- Nintendo Power 
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Devil May Cry’s Dante has got nothing 
on Bayonetta’s sexy leading lady. 
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Sanctuary, a world of dark fantasy, is the hub 
to Diablo IIl’s dungeon-crawling exploits. 
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MotoGP offers high-octane thrills and 
spills for motorcycle enthusiasts. 
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Rick actually wasn’t trying to murder this 
guy, he was just looking for his keys. 


SPLATTERHOUSE | 


MAFIA II ps3 


JOIN OVER 2 MILLION REGISTERE 3 


[ear TESTS 


a SSS AR 


FREE TO DOWNLOAD & FREE TO PLAY = ° Free-to-play, no monthly fees, free download 


+ Extensive dual class system (comprised of six 
primary and secondary classes) 

* Versatile spell and attack combinations 

¢ Enthralling background story 

* More than 1,600 quests and quest series 

¢ Instanced, persistent and tile-based dungeons 

It’s your turn to be a hero in one of the most popular free-to-play games + Individually developable skills and spells 

available today. With already more than 2 million registered players worldwide, +» Dynamic item system w/hundreds of runes for upgrading 

Runes of Magic is a game for people who want to unleash their inner adventurer _* Optional PvP system w/arena battles and guild wars 

and fulfill their destiny. * Regular updates with new content 


Enter a world where adventure is a way of life and danger lurks around every 
corner. The Demon Lord has unleashed his minions in the once peaceful land of 
Taborea, and warriors, wizards and craftsmen are gathering to band together 
and drive the evil from the lands. Do you have the strength, stamina and will to 
be a leader? 


- 
“ae 


www.RunesofMagic.com SB eccncx.. or =". Eee ots een rie 


SPAWN POIN 


GAMES. GOSSIP. GEAR. 


INSIDE SPAWN POINT 


The headshot turns 10! .. . Page 20 

Inside Beneath a Steel Sky .. . Page 23 
The long reach of retro gaming. . . Page 24 
New gaming mags of 2010 .. . Page 26 


Which direction will it take? 


The Bright Side 


It takes a unique shooter to land on 
our target nowadays. Namco-Ban- 
dai Games may have aimed correctly, 
with the Saber Interactive-developed 
Inversion, a game in which you can 
bend gravity to your will. 

In Inversion, gravity can be ma- 
nipulated in ways never seen before 
in video games. Combining the tech 
of the impressive Havoc engine with 
a unique weapon, the game's “Grap- 
pler” gun will allow you to change 
cover situations on the fly. 

What’s really caught our eye is the 
perspective-altering gravity-shifting 
environments. If the ability to scale 
walls and hang on to moving cover 
plays as interestingly as it looks, In- 
version could flip the script for shoot- 
ing games 


The Flip Side 


We've seen many of Inversion’s core 
concepts work in smaller doses. Half- 
Life included a gravity gun, which al- 
lowed you to alter environments and 
solve puzzles. We're still not convinced 
Inversion will outshoot that. 

Visceral Games made sure the 
fun zero-gravity combat in Dead 
Space didn’t outstay its welcome. 
With gravity shifts playing a large 
part of Inversion, will it start to 
annoy players? 

Both Namco-Bandai and Saber 
Interactive have tested the waters 
of unique shooters but ultimately 
failed—the former with the early cov- 
er-based game Kill.Switch and the lat- 
ter with time-manipulating TimeShift. 
Hopefully together, the companies 
can succeed.—Dave Rudden 
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GamePro examines the christening and ancestry of the headshot: its roots, 
its usage, and how it became the piece de résistance of shooter fans. 
By Blake Snow 


hen spoken aloud, it’s 
capable of realizing feel- 
ings of pride, expertise, 
and superiority. It’s often 


coupled with outward 
bursts of jubilation. So how did the “headshot” 
become the most sought-after trademark of first- 
person shooter fans? 

In short, it shows you know what you’re do- 
ing. “A headshot is the mother of all bulls-eyes 
for 3D shooting games,” says Scott Steinberg, a 
14-year veteran of the video game industry. “You 
get praised for landing one, and humbled for re- 
ceiving one. Add in some gooey particle effects 
and booming audio, and it’s no wonder head- 
shots are so addictive.” 

Unreal beginnings 

The headshot’s video game origins are difficult 
to trace. But there is one game widely credited 

for immortalizing the term: Unreal Tournament, 
which was released a decade ago at the end of 

1999. Unlike earlier games, Unreal Tournament 
emphatically rewarded players for shooting the 
head via a voice-over that positively reinforced 
the player in their success. 

“The announcer would roar ‘Headshot!’ while 
the enemy’s cranium popped off,” recalls Sid 
Shuman, former GamePro editor. “Before Unreal 
Tournament, few (if any) games tracked the 


concept of headshots. In most shooters of this 
era, shooting an enemy’s head inflicted no extra 
damage than shooting their foot. So Unreal Tour- 
nament was the clear precedent-setter.” 

How did Epic ending up taking such a delib- 
erate approach to headshots? Lead designer 
Steve Polge explained “Once we decided to have 
a ‘Reward Announcer’ call out cool things you 
did in Unreal Tournament, like killing sprees, we 


he adds, seemingly recognizing that the original 
headshot may have been too plebeian for anyone 
to accept or seek credit for coining it. 

Bruty’s work on MDK helped make the head- 
shot an event, as opposed to an afterthought or 
minor occurrence. Early in the first level, players 
are required to take out aliens atop an obstruct- 
ing wall to advance. Since the bad guys are tak- 


ing cover, only their heads appear, giving Bruty 


looked for every opportunity in the game to add 
announcements,” he explains. “At first, we were 
worried that the headshot announcement came 
up too often, but it was just too satisfying and re- 
warding to ship without it.” 
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But Unreal Tournament wasn’t the first game that 
let you shoot at someone's face. Earlier games 
like Rare’s GoldenEye 007 did it in 1997. And 
other lesser-known games are sure to have incor- 
porated it as well, albeit understated to the point 
of being easily overlooked. So who was first? 
“No idea,” says Nick Bruty, lead designer 
of 1997’s MDK. “But 1 can imagine someone 
phrased it the very first time it was witnessed,” 


wii 


& 


can play it. 


6. Close Range 
It started as a joke in 
The Onion. Now you 


and his team a perfectly good excuse to intro- 
duce “sniper mode” with its zooming scope. 

Bruty's inspiration? “| was playing around 
with ideas for a futuristic assassin, and | wanted 
him to shoot without having to use his hands, so 
| came up with the helmet sniper gun,” he says, 
describing what would later become protagonist 
Kurt Hectic. “Aiming with your head seemed to 
make sense, plus it had elegant visual flourish. 
As this was also my first 3D game where zoom- 
ing came for free (something that was very dif- 
ficult for 2D hardware), it seemed like such a 
natural progression." 


5. Postal 2 


This humorous se- 
ries makes headshots 
outrageous. 
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Whoever the author of the headshot, today’s 
games like Halo, Gears of War, Call of Duty, and 
Fallout would be short on exclamation points 
without headshots. They never get old. 

But not only are they rewarding, headshots 
are encouraging for a player. And when done 
right, they give games better mileage. “The hu- 
man head is the equivalent of the bright glowing 
spot on a giant video game boss,” says Bitmob’s 
Dan Hsu. “It’s your opponents weak point. And 
because it’s a relatively small object compared 
to the rest of the body, trying to hit it becomes a 
game by itself.” 

With the industry releasing new shooters at 
a breakneck pace, shooting enemies in the head 
should seemingly be getting tiresome, but the 
feature is still enjoyed by many. Bruty explained 
this phenomenon, stating, “It produces a sat- 
isfyingly primal response, which helps explain 


shooters’ longevity for such a simple mechanic.” 
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So how should developers evolve the technique 
to stay fresh, while still meeting the demands of 
gamers? Bruty says to keep them guessing. “It’s 
always nice to finish off with something a little 
unexpected. Maybe shooting through the head 
and hitting another target, or environmental chal- 
lenges like crosswinds, or murky vision.” 

But Bruty councils against unnecessary cre- 
ativity, so as not to fly to close to the sun. “The 
headshot’s strength comes from being so ba- 
sic. If you try to involve too many other me- 
chanics, it’s no longer such a simple satisfying 
experience.” 

Whatever developers end up doing, every- 
one agrees headshots will still play a vital role in 
games. And it’s a long time coming before any- 
thing replaces it as the crowning achievement in 
first-person shooters. 
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4. Soldier of Fortune 3. Gears of War 2. Resident Evil 4 


You can deform heads pretty : They made a head- The headshots were 
nastily in this one. shot-afflicted action divine, unless you un- 


figure. No, really. = leashed a Plagas. 


1. Fallout 3 


Amazing eruptions of 
cranial blood...this was 
an RPG? 
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f the thought of Flash-based “browser” 
games immediately causes you to turn up 
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Age Journeys very well may be the game to 
change your views. Developed by veteran 
games industry talent and some of the indie 
game development scene’s brightest minds, 
Journeys is a fully-fledged party-based RPG that 
shares gameplay elements with both the Diablo 
and Might and Magic franchises. 

Journeys is the first game to come from the 
EA 2D initiative, spearheaded by Mark Spenner, 
the group’s vice president of business and 
product development who was previously with 
BioWare and Pandemic. He is joined by Pete 
Hawley, the label’s vice president of product 
development. Hawley was previously the 
executive producer on Burnout Paradise, and 
has held positions as the external development 
director at Sony, and the head of production at 
Lionhead Studios. 

Addressing the most obvious question of 
“why a browser game?” both Spenner and Haw- 
ley were quick to describe their vision for how 
the games market is evolving. “We think the 
browser is the future of gaming,” Spenner told 
me. “We are not stopping at reaching 5 million 
players through a boxed product. Our aspiration 
is to reach 100 million players through high qual- 
ity, accessible games available in the browser. In 
that sense, Journeys is very much a standalone 
game, not just part of a promotional drive — 
that’s what you’d normally tend to see from 
Flash games based on IP, but not here.” 


Flash: The homeo 


They started 
in Flash, and 
ended on 
consoles 


lest to redefine 


me Dragon Age Journeys and EA 2D seek to change PC gaming ina “Flash” 


The game’s retail-caliber talent doesn’t end 
there. “[BioWare founders Ray Muzyka and Greg 
Zeschuk] have been involved and supportive 
from the beginning—collaboration is the key,” 
Hawley insisted. Spenner then explained that 
the core of the project was driven by talented 
indie developer Danie! Stradwick, who is best 
known for his Flash-based dungeon crawler 
Monster's Den. “Daniel was the driving force 


behind the design with guidance and input from 


BioWare,” Spenner stated. 


“At EA 2D, our goal is to get back to the spirit 
of ‘Electronic Artists’ and be supportive of the 
high quality independent developers we work 
with, such as Daniel Stradwick, Brad Borne, 
Mike Swain and Adam Phillips,” Spenner said. 

After spending some time playing Dragon 
Age Journeys, it’s clear that it’s far more than a 
brand extension exercise. The gameplay is cer- 
tainly of a different style, with exploration done 
Diablo-style by clicking around a beautifully 
drawn scrolling environment and combat being 


N+ 

This addictive ninja- 
platformer landed on 
XBLA, PSP, and DS. 


Line Rider 
The DS and Wii proved 


beneficial to drawing 


insane hills to sled. 


turn-based on hex-styled stages, but Journeys 


draws on much of the lore and story of Origins. 
“We tried to stay true to the incredible charac- 
ters and story of Origins that BioWare devel- 
oped,” Spenner explained. “But we wanted to 
introduce these in a more accessible way, suited 
to the browser platform; players expect quick 
fun in the browser. We deliver that, but it is also 
awesome to watch people get sucked in and get 
comfortable in their seats when they realize that 
this is a game above and beyond what they've 
seen in terms of depth and progression.” 

“We've also integrated three pieces of ex- 
clusive Origins content for players of Journeys,” 
Hawley added. “These will be available to play- 
ers of Origins on day one when they login with 
the same EA account they use with Journeys. 
One of these pieces of content we are giving to 
players for giving us feedback on Journeys via a 
short survey. We want to make this game even 
better inthe future.” 

“The ability to entitle content in the Xbox 
360, PC, and PS3 versions of Origins automati- 


~ cally based on a player’s progression in Jour- 


neys is a first for EA and something we worked 
hard to achieve,” Spenner said. “We think it’s 
important to reward devoted fans of EA and 


BioWare games and this shouldn't be tied to a 
specific platform. We want strong relationships 


with our players. It’s important to us that devel- 
opers and players take these games seriously 
and the only way to do that is to invest in talent, 
production values, design, progression, longev- 
ity and persistence.” 


Flow 

The PS3 added mo- 
tion control to this 
soothing Flash app. 


Alien Hominid 

This shooter was re- 
leased on six systems 
worldwide. 


>) any of you will not recall 
the 1994 game Beneath 
a Steel Sky, a point-and- 


click adventure developed 


oe by British studio Revolu- 
tion Software and uted by the once-mighty 
Virgin Interactive Entertainment. It was a game 
that did many things well ahead of its time; it 
was one of the first in which every line of dialog 
was spoken by real actors, and it was one of the 
first where a games studio partnered with a cel- 
ebrated storyteller to create a rich and detailed 
narrative. Revolution Software’s Charles Cecil 
approached comic book artist Dave Gibbons 
(best known as the co-creator of Watchmen) in 
the late 1980s for a game that would channel 
their mutual talent for story telling and frustra- 
tions with the British political establishment. It 
was met with tremendous critical success. Re- 
views in both Europe and the United States were 


overwhelmingly positive, and the game is un- 


questionably a classic. 


Now, 15 years later the duo has come to- 
gether again to remake the game for the iPhone 
in the shape of Beneath a Steel Sky: Remastered, 
which is available now on iTunes for $4.99. Cecil 
and Gibbons are part of a bona fide renaissance 
of the point-and-click genre, and other games 
that hark back to a time when games were less 
reliant on technology, and more on artistry. They 
are thrilled with the opportunities that the iP- 
hone presents because it is putting the emphasis 
back on this kind of skill set. During the mid 90's 
and the advent of the PlayStation, the dynam- 
ics of making games were changing fast. Games 


were no longer produced by small teams or 


emastering 
Classic 


individuals, something that Cecil describes as 
the “auteur method of producing games,” and 


instead there was a shift to the multi-million 


dollar production we see today. 


The iPhone, says Gibbons, provides an op- 
portunity for creativity to flourish the way it did 
in the 80s and 90s, or indeed as it does in the 
comic book industry. “Something that always 
attracted me to comics rather than movies is 
that they are a relatively low-rent operation. It’s 
really all about how good the story is, and how 
good the artwork Is. It’s all about raw talent. I’m 
not an expert on games, but it seems to me that 
games like Beneath a Steel Sky and Monkey Is- 
land were just really good games that didn’t rely 
on huge production values to make an impres- 
sion. The fact that they did have good graphics, 
in retrospect, was simply a nice bonus.” 

“The iPhone version came about because 
of the extraordinary changes that have come 
about because of the emergence of digital distri- 
bution,” Cecil explained. “There's also the very 
tactile nature of the device, and the way that 
you interact with the screen. It just seems like a 
great opportunity for this game. Quite risky! But 
it’s been received very well so far. We’ve been 
averaging five stars from the users in the app 
store so far, and the biggest bitch has been be- 
cause we didn't allow people to skip the open- 
ing cut scene. It was probably foolish of us to 
do that. We probably should let people skip that 
sequence, honestly. If that’s the worst criticism 


though, | think we’re in pretty good shape.” 
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iBlast Moki 

Godzilab = $1.99 

Though there are many physics-based puzzle 
games in the app store, iBlast Moki stands above 
them all with it’s elegant level design and charm 


mg Vv isuals. The basic idea is to push the titular 
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Infinity Gene ¢ ep further than Extreme 
by offering a custom level-generating mode 
that will interpret music from your iTunes play- 
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Retro gaming and its development ideals live on in many ways. 
By Blake Snow and Dave Rudden 
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hen a developer wants to ensnare 

hardcore gamers, they create a game 

with cutting-edge visuals, Hollywood- 
caliber production values, and deep gameplay. 
When they want to cater to the casual crowd, 
they create a game that features an easy-to-learn 
control scheme with a stripped-down design 
that will appeal to everyone. When they want to 
please everyone, they follow the trails blazed by 
the now-retro games that defined the concepts 
of gaming. 

We recently chatted with some of gaming's 
foremost experts on old-school value, including 
retro gaming website curators and key staff mem- 
bers at the companies that are creating products 
in the vein of classics and reviving old franchises. 
This year's centerpiece in that regard is New Su- 
per Mario Bros. Wii. 


Everything old is New 
Super Mario Bros. again 


More than any other Mario platformer that’s been 
released in the last two decades, New Super Mario 
Bros. Wii earns its stripes by reveling in the warm 
embrace of nostalgia. Denise Kaigler, vice presi- 
dent of corporate affairs for Nintendo, explained 
the fondness for the franchise, stating “For people 
who have enjoyed video games since childhood, 
there may be some classic titles that will always 
hold appeal.” 


Play New Super Mario Bros. Wii for an hour, 
and you'll come across countless homages to 
older games that have been missing from Mario's 
recent efforts like Super Mario Galaxy. The re- 
turn of Yoshi in a 2D plane will be welcome to Su- 
per Mario World fans. The re-introduction of the 
Koopa Kids, as well as level-selection maps, mini- 
game houses, and enemy encounter stages were 
reminiscent of Super Mario Bros. 3. Super Mario 


More than any other Mario 
platformer that’s been 
released in the last two 
Cecades, New Super Mario 
Bros. Wii earns its stripes by 
reveling inthe warm 
embrace of nostalgia. 


Bros. 2came to mind when choosing from the four 
characters, but the increased amount of throw- 
ing recalled that game’s unique combat method 
(barrels, frozen enemies, and even fellow players 
could be tossed). Perhaps the strongest sense of 
nostalgia came across when triggering the “fire- 
works trick,” an easter egg laid in the very first Su- 
per Mario Bros. Finishing a level with a specific 
amount of time remaining will cue up the original 
game’s “stage clear” theme, note for 8-bit note. 


One company, 
two kinds of retro 


The charm of retro-styled games is so strong, in 
fact, that developers such as Capcom have be- 
gun releasing new games using retro technology. 
“The past five years have taught us that you don’t 
necessarily need cutting-edge graphics to make a 
great new game,” says Chris Kramer, alluding to 
the rise in retro, not to mention the popularity of 
the graphically-challenged Wii. 

To put their money where their mouth is, 
Capcom released Mega Man 9, the first sequel in 
the main series since 1996, utilizing a style very 
reminiscent of the original NES installments. 
Kramer stated “Since the success of Mega Man 9, 
we've already begun considering what other clas- 
sic Capcom titles should live again.” 

That’s not the only way Capcom has made use 
of its rich history this year. Street Fighter IV was re- 
leased early in 2009, adding impressive HD visuals 
to gameplay very reminiscent of Street Fighter Il, 
including 15 of the 17 characters from that series. 
The remaining two are amongst a handful of new 
characters set to make their return in Super Street 
Fighter IV, the first Street Fighter game to earn the 
“Super” moniker since—yep, you guessed it—Su- 
per Street Fighter Il, of which you can find more 
info in our 2010 Sequels Guide. 


3“oldnew” games 


These games may look old, but they’re all-new. 


ee ae 


= 
= 


PICTOBITS 


This touch-screen DS puzzler has you creating classic 
NES characters as you collect blocks. 
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MESSRS ARE RENMEI 


Bit. Trip Beat 


Going way back, this series emulates Atari-era graph- 
ics with cool new tunes. 


Cave Story 
A retro-styled PC freeware hit gets some major up- 
grades for WiiWare. 


Classic franchises get renovated for current-day gaming. 
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Pac-Man Championship Edition 
There’s no time to breathe, as the game spawns 
more pellets and fruit to thumping techno. 


Simplicity rules 

Talking to retro gaming historians, we got a strong 
sense of how these series are still able to pull in 
original fans. Sure, they add features, but only 
ones that don’t cloud the original visions. “You 
can really focus on what makes a game interest- 
ing when there isn’t too much getting in the way,” 
says Nick Reichert, who owns and operates Rack- 
etboy, a website dedicated to cataloging the best 
retro games. 

When the Pac-Man series was rebooted last 
year with Pac-Man Championship Edition, it kept 
its simple premise alive and compounded that 
with old-school pixilated visuals, but changed the 
mechanics of the game so that it still felt fresh. It’s 
been a hit on Xbox Live Arcade since its release, 
with an iPhone version coming soon. James Gra- 
hame, managing editor of Retro Thing, pointed 
out the reasoning for the persistent appeal, stat- 
ing “I can explain the essence of Pac-Man in about 
five seconds,” he says. “Eat the dots and don’t 
get caught.” 


The grammar of 
video games 


If you look hard enough, however, you'll find that 
the grammar of video games introduced by the 
seminal titles of the 80s and early 90s are prev- 
alent in today’s biggest games. Tom Clancy’s 
Splinter Cell Conviction and The Saboteur are still 
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Bionic Commando Rearmed 
This retro remake actually outdid the new 3D 
game that released months later. 


Space Invaders Extreme 


Wild power-ups, insane enemies, and crazy visu- 
als make this game live up to its moniker. 


working off of the “avoid detection” template set 
by Metal Gear on the NES. Uncharted 2: Among 
Thieves and Assassin's Creed II include amazing 
acts of traversal that should be familiar to fans of 
the original Prince of Persia. 

In the end, good design will always be good 
design, regardless of the technology. “Any game 
that’s truly classic will appeal to players no matter 
when it was released,” says Kaigler. 
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Off the Shelf, 
On the Radar 


Unique gaming magazines you won't find in stores. 


&| the commutable piece—those can 


GamePro has been around over 20 years now, 
but we know more than anyone else the print 
world is constantly changing. While you can 
expect amazing new things from us—as wellas 
the returning Electronic Gaming Monthly and 
the redesigned Game Informer—2010 should be 
avery special year for these newly-introduced 
publications and their editors. By Dave Rudden 


Kill Screen 


| Jamin Brophy-Warren, Editor 


| Inspiration: 


| Whilewelovealotofthe gamewriting 
| that’s done both online and in print, it 

| lacked a certain aesthetic sensibility 
i that you saw in other magazines. Ev- 
| ery entertainment genre has some- 
| thing like Kill Screen except for video 
| games, 
| France is quite lovely. 


though Amusement from 


The only way that print is go- 
ing to last is if the product becomes 
a cultural artifact. There has to be 
value in the held thing or else there’s 
no reason to own it. The words are 


be transmitted anywhere, but we’re 
making something that stays on 
your shelf and you pass on to your 


Influences: 


World of Warcraft 


Dan Arr 


Inspiration: 

This was a chance to try a new setup 
altogether: quarterly, 148 pages, no 
ads, no newsstand presence. It’s sub- 
scription-only and more or less print 
on demand. | keep calling it a “coffee 
table magazine” because it’s halfway 
between magazine and book. 


ich, E.dito 


Covers: 

Most people cover World of War- 
craft by putting an orc or an elf or 
a dragon on the cover and shipping 
that sucker out. We've got painted 
covers commissioned specifically 
for the magazine, tying into the play- 
ers’ appreciation of the art. 


Readers: 

| expect the reader of the magazine 
will be “mid-core” to hardcore, and 
is looking for some depth. But no- 
body knows everything, so we are 
not assuming tons of knowledge— 
there will be articles that go into 
deep tactics, but there are also fea- 
tures on community members and 
professions and the other aspects 


: The Magazine 
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of the game for people who are not, 
say, raiding with level-80 characters 
every night. 


Influences: 


Well, we’ve based it on a mix of Wired 


| don’t really think of WoW-TM as a 
gaming magazine; | think of it as a 


hobbyist magazine. One of my fa- | 


vorites is Guitarist—it’s for people 
who are really into guitars, and want 
to see them in great detail, treated 
with a lot of respect, and savor ev- 
ery detail. It’s basically “| can’t play 
guitar right now, I’m on an airplane 
or at lunch at work, but | wish | were 
playing guitar...and this magazine is 
my escape into that world.” World 
of Warcraft players are no different; 
this magazine should be their escape 
along the same lines. 


Order at: 
WorldofWarcraftthe 
Magazine.com 


children. We wanted Kil/ Screento be 


3 an heirloom. 


j Covers: 
One person I'd love to cover is Tracy 


Fullerton at USC. Her game design 
program has birthed a lot of interest- 
ing projects and her philosophy on 
making games is fascinating. I'd love 
to see a longer take on someone like 


The art direction is influenced by 
image-heavy mags like the Fader. 
There’s a great magazine called Surf- 
er’s Journal and another one called 
Swallow that focuses on food— 
both have a really sharp focus and a 
great visual layout. In terms of writ- 
ing, we're looking to be more like 
the New York Times Magazine or 
the Believer. 


| Readers: 

| Alot of people who played games or 
| who grew up games wouldn't clas- 
| sify themselves as “gamers.” So | 


and Edge, so the look will be clean] 


and sexy like that. It’s funny, because | people who enjoy reading good sto- 


| Billy Mitchell or Daigo actually. 


Order at: 


kickstarter.com/projects/killscreen/ 
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“readers” in- 


stead. Ideally, we’d be attracting 


ries regardless of the content. 


_ Editor's note: — 
While the publication’ s editor declined to be 
nterviewed, we'd be remiss in not recom- 
ending the GameSpite Quarterly, which 


eature long, thoughtful examinations of 
es by several insightful critics. Two is- 

ues have been released thus far—one fo- 

_ gon the staff’s “Greatest games of all 
time,” and the other is a 20-year retrospec- 
tive of the Game Boy. You can order the 
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up to level 200 


Sean Devlin is able to climb and scale almost anything 


in The Saboteur, including the gargantuan Eiffel Tower. 


THE SABOTEUR 


Pandemic's latest proves that VVWII doesn't have to be a tired video game stomping ground. 


y stomach is grumbling as | eagerly await 
my food in an alleyway pizzeria not far 
from my hotel. The only thing distracting 
me from my hunger is the amazing architecture 
of the city visible from my window seat in the 
restaurant: Haussmannian buildings with their 
gorgeous facades parted by winding cobblestone 
streets, colorful brasseries full of thirsty patrons, 
and century-old monuments all fighting for my 


attention. My pizza finally arrives, only with a fork 
and knife and no discernible cut marks. “When in 
Paris...” | think to myself cracking a smile. Though 
the pizza is delicious, there’s a question on my mind 
that’s been nagging me since | arrived: How can a 
developer accurately depict a city as beautiful and 
complex as Paris within the confines of a video 
game? The following day | was going to spend a 
great deal of time with the Pandemic team seeing 


Pandemic took multiple trips to Paris to research the 
architecture of the city, and it shows in the game. 


the ins and outs of this magnificent city, and learn 
just how their upcoming WWIl-set adventure The 
Saboteur was going to pull off this lofty goal. 


THE PERFECT ACTION HERO 

Creating a hero that would fit into Pandemic’s de- 
piction of Paris but not be completely wrapped up 
in World War II was one of the challenges the team 
faced in the creation process of The Saboteur. When 


players take on the role of Irish race-car driver Sean 
Devlin it won't initially be to fight for the French re- 
sistance, but as the game progresses Sean will have 
more and more reasons to fight against the German 
occupying forces in France. “Sean is the action hero 
| want to be,” lead designer Tom French says as we 
walk through the dark city streets of Paris. Traveling 
through open-world Paris, Sean is tasked with free- 
ing areas from Nazi oppression using a mechanic 
called “Will to Fight” which visually affects the 
game by turning areas of the city with low “Will to 
Fight” from grayscale to color. Citizens in high “Will 
to Fight” areas will join up with Sean against the Na- 
zis, while people in oppressed areas will hang their 
heads, avoiding confrontation as they walk through 
the city. “The Will to Fight concept started as a sim- 
ple base capturing mechanic, like something you'd 
see in Battlefield,” French said. “That idea quickly 
got scrapped because we wanted something bigger, 


Here Sean is seen escaping a burning ,<= 
Zeppelin in top “action hero” form. 


something that would sell players on the German oc- 
cupation. The black and white concept allows play- 
ers see that their actions actually mean something, 
that they’re inspiring the world.” 


PARIS IN FLAMES 

“Even before we started day one of tech, we wanted 
Sean to be able to climb through the city,” French 
tells me later at night. It’s immediately appar- 
ent just by looking around us that Paris is a very... 
“climbable” city. Many of the set-pieces in the game 
such as the Eiffel Tower are fully scalable, and get- 
ting it to that point was no easy feat; the team had 
to jump through hoops with the French government 
just to show the structure lit up at night. 

One of the areas the team knew early on that 
they wanted in the game and that | was able to 
play through for the first time on my trip to Paris 
is the Parisian catacombs. The bone-ridden 


Though infiltration and sabotage are some of Sean’s key skills, 
he'll still engage in plenty of massive firefights in The Saboteur. 
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chambers of the underground tunnels make for 
perfect shoot-out areas, and the area also serves 
as one of the locations Sean is able to use as a 
French resistance hideout. Another great shoot- 
Out area the team included is the Pere Lachaise 
Cemetery. The cemetery in reality stretches 
across 118 acres, and not only invokes a feeling 
of a dread in person but an equal thrill when sur- 
rounded by German soldiers in the game. 

Having followed The Saboteur since it was 
early in development, it was great to see how far 
the game has come. It’s also nice to see that the 
team is utilizing World War Il as a backdrop rather 
than the focus of the game, as the era in history 
has been played out by multiple titles (like Medal of 
Honor Underground) over the years. Gamers look- 
ing for a fresh take on the action genre, and a styl- 
ized one at that should have many reasons to travel 
to Paris with The Saboteur soon.—Andy Burt 


Dante will be greeted by a slew of horrific creatures during his journey 
down into the depths of Hell, including the ghastly King Minos. 


DANTE’S INFERNO 


Hell hath no fury like Dante Alighieri’s scythe. 


Xbox 360 


hough common in film, it’s not often that a 
game comes along that makes such a vast 
departure from its source material as Vis- 
ceral Games has with Dante’s Inferno. The team 
has taken The /nferno (the first of the three parts 
that make up Alighieri’s Divine Comedy) and 
turned it into a hot-blooded action adventure. 
Though a departure of this magnitude may not 
work as well in other mediums, what the team’s 


done with Dante works in all the right ways, while 
still retaining much of the horrific imagery found 
in the original 700 year-old epic. 


THE LAST CRUSADE 

Upon a recent visit to Visceral Games’ Redwood 
City headquarters | was shown some new key 
segments of the game, including an impressive 
cinematic from early on that helps set the stage 


In this puzzle section of Heresy, Dante must continually move the crank 
seen in the background to avoid being impaled by giant spikes in the floor. 


for the rest of the adventure. Executive producer 
Jonathan Knight mentioned before the cinematic 
started that the expert animators at Blur Studio, 
who've worked on the first trailer for Star Wars: 
The Old Republic among countless other games 
were doing the cutscenes for Dante, and the level 
of detail showed. The cinematic began with Dante 
returning on horseback from the Crusades to 
find his home ransacked, with countless bloody 
corpses laying about with crosses stuck into their 
skulls. Exploring the area around his home he 
eventually finds Beatrice, the love of his life im- 
paled with a sword in her chest. Beatrice’s spirit 
rises out of her body only to be stolen away by 
a Satan himself, leaving Dante weeping over her 
body. It may not be source material, but the scene 
was arresting nonetheless. 

We moved onto gameplay next, starting with 
Dante’s descent into the sixth circle of Hell: Her- 
esy. Descent sequences separate all the circles 
of Hell in the game, and help drive home the 
fact Dante is moving deeper and deeper into the 
depths of the fiery underworld. The descent into 
Heresy was especially creepy, with the constant 
sound of people screaming as their flesh burned 
accompanying Dante on his way down. Though 
many areas of Hell as depicted in Dante’s Inferno 
have a shadowy air about them, Heresy is literally 
dark, with fire, brimstone and ash a constant dark- 
ening agent to this circle of Hell. 


Fire is commonplace in Heresy, and will be one of the many 
environmental hazards players will have to avoid in this circle. 


The Heretic is one of the most troublesome enemies in Heresy, as he has 
the ability to make all nearby enemies impervious to Dante’s cross attack. 


Soon we encountered what is so far the most 
disturbing enemy I’ve seen so far in Dante’s In- 
ferno: the Temptress. Though their first appear- 
ance in the game is in the circle of Lust, these 
creatures also rear their ugly faces in Heresy. 
Temptresses are nimble, naked demons that have 
the disgusting ability to shoot out a giant tendril 
from their torsos at Dante and suck him into their 
body. Words can’t accurately describe the feeling 
| got the first time Dante was attacked by one of 
these abominations, but suffice to say | cringed... 
in a good way. We also came across the appro- 
priately named Heretic enemy here, which could 
only be defeated by using Dante’s scythe attack. 
When asked how exactly the weapon upgrade 
system worked in the game, Knight said they’d be 
revealing that as well. 


HELLISH UPGRADES 

Dante’s Inferno utilizes an upgrade system akin 
to games like Infamous, giving players the op- 
tion to go down a Holy or Unholy path. The Holy 
path puts more emphasis on the cross attack, and 
will require players to “absolve” enemies and lost 
souls found throughout Hell. Players that pre- 


fer the scythe should follow the Unholy skill tree, . 


which will upgrade Dante’s melee-style scythe at- 


tacks, and require players to “punish” more than 
they absolve. Knight mentioned during our demo 
that the choices players make, including whether 


make a choice early on which route they want 
take. The two paths will also influence how pl 
ers manage enemies in the game; the Heretic 
emy we encountered was impervious to ere 
attacks, so players who concentrate on upgradin: 
the cross will have a much more difficult time w 
the creature. 

Though the obvious game comparisons hav: 
been made ad nauseum, Dante's Inferno looks 
be able to stand on its own two hellish feet: 
inspired art style and polished gamepl. 
can dip their own feet into the 
this February when Dante’s Infe 
masses.—Andy Bu 


NetDevil worked closely with Lego to make the world of Lego 


Universe match the brand’s quirky style and humor in the game. 


LEGO UNIVERSE 


Accessible enough f 


PC 


tepping into a San Francisco conference 

room. “Where should | put my laptop?” | 

asked the group of NetDevil developers; 
the massive table in the middle of the room was 
strewn with hundreds of Lego pieces, some in the 
shape of lions, spaceships, and other assorted 
Lego creations. The team was about to walk me 
through the very beginning of their upcoming 
MMO Lego Universe, and taking one look at the 
Lego-fied conference table, it was immediately 


r the kiddies, but deep enough fo 


apparent that they are taking the world of Legos 
seriously. 

The team at NetDevil is no newcomer to the 
MMO space, having previously worked on the in- 
fluential space-faring MMO Jumpgate, and are 
currently working on its sequel Jumpgate: Evolu- 
tion. In creating the world of Lego Universe the 
team wanted to ensure that the game retained the 
look and feel of the brand, and have been work- 
ing closely with the Danish brickmasters at Lego 


Gamers begin the game in a severely damaged spacecraft, which serves as a tutorial 
area where players learn many of the “build” mechanics of Lego Universe. 


the most intrepid of Lego architects. 


to accomplish that goal. The game begins with 
the creation of the player’s mini-figure, or as Net- 
Devil creative director Ryan Seabury likes to call it, 
their “mini-fig.” The general premise for Lego Uni- 
verse is that mini-figs must save imagination from 
chaos and destruction. A fairly broad setup, but 
Seabury promises that the story will be revealed 
more in-depth as the game moves forward in de- 
velopment. As you’d expect from a Lego game, 
the player’s mini-fig can be fully customized from 


Even little the tiki torches seen here have Lego’s signature sense of humor: 
they'll react to you walking by, and become angry of you hit them. 


Quick-building in Lego Universe is all automatic, but oftentimes players 
won't be able to build until they've accumulated enough Imagination Points. 


top to bottom. Though players will create an ini- 
tial design for their mini-fig, there will be count- 
less Opportunities in the game to customize the 
figures even further by progressing in the game. 
We started off with a fairly simple-looking mini- 
fig, but by the time we finished the demo an hour 
later his look had been changed quite drastically. 


LOST IN LEGO SPACE 
Once players have settled on a look for their mini- 
fig they’re able to jump right into the game. Be- 
tween constant ribbing by Seabury (all in good 
fun, of course) lead programmer Randall Furino 
took us through the beginning of the game, which 
found our mini-fig on a collapsing starship in des- 
perate need of an escape plan. The starship area 
serves as a tutorial stage for the game, teaching 


players the basic mechanics of controlling their 
mini-fig (jumping, smashing objects, etc.) as well 
as the basics of building objects. There are many 
different “build” modes in Lego Universe, and 
the first our mini-fig came across involved fitting 
rocket parts together. This mode falls in the middle 
as far as build complexity goes in Lego Universe, 
as there is a more simplistic mode (quick-build 
does everything automatically as long as you 
have enough “imagination” points) as well as an 
advanced mode (brick by brick building, which 
we'll get to later). Once we walked through the ba- 
sics, we were able to build ourselves a nifty rocket 
to escape the collapsing starship and transport 
ourselves to the closest world, Avant Gardens. 
Landing on the colorful world of Avant Gar- 
dens, our mini-fig was joined by a few other mini- 


figs controlled remotely by other Netdevil team 
members. Exploring this first world players will 
encounter a variety of Lego characters offering 
missions, search for loot and build a ton of ob- 
jects to assist in reaching new areas. Instance ar- 
eas are easy to identify (which will be helpful for 
the younger crowd), and usually require certain 
objectives to be completed or objects to be found. 
One of the most impressive features shown dur- 
ing the demo was the way players were able to use 
the environment to their advantage during com- 
bat segments. Encountering a crazed robot, Fu- 
rino quickly dispatched it and then rebuilt it as a 
turret to fend off smaller enemies. Sweet! 


BUILDING EN MASSE 

Skipping to anew world in the demo as Furino and 
Seabury continued their laugh-inducing banter 
(Seabury to Furino: “Since you're jumping skills 
aren't the best, we’re going to take a different 
route here...”) our mini-fig found himself in the 
pirate-themed Gnarled Forest, complete with ma- 
rooned pirate ship and swashbuckling Lego fig- 
ures fighting against possessed creatures. Here 
the team showed how characters can interact to 
solve platforming puzzles, as each mini-fig quick- 
built a platform that when put close together 
could be used to reach a higher area. Our mini-fig 
eventually reached Gnarled Forest’s pirate ship 
area which contained a variety of activities and 
launching pads to other worlds. An item shop was 
available here to pick up consumables such as ba- 
nanas and across the way on the ship was a shoot- 
ing gallery mini-game. Most importantly, though, 
the area contained the portal to Gnarled Forest's 
property world. 

Property worlds are spaces themed to each 
world, and individual to each player. These are the 
areas in Lego Universe where players can have 
full reign over what resides within them. Feel like 
building a pirate ship from scratch? Go right ahead. 
Players can also set object parameters to prevent 
people from destroying or altering their creations, 
or only allowing friends to build off certain areas. 
Another feature which | didn’t see but Seabury said 
would be available is the ability to set actions to ob- 
jects. For example, Furino put together a nifty sea 
serpent and stuck it in the water near the beach. 
When | expressed interest in being able to see the 
serpent spit flames when other mini-figs walked 
by, he said “Oh, you'll be able to do that.” 

Though you'd think that players interested in 
building over level-grinding and looting would just 
stick to the property worlds, Lego Universe will 
naturally push those players to explore in order to 
gain new bricks and themes to use in building. It’s 
a good balance to see in the game, and should help 
in Lego and NetDevil’s goal to appeal to alltypes @ 
gamers. The game is still a ways off but is alpe 
looking to be one of the hottest MMOs of # 
—Andy Burt = 
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From speeding through asteroid belts to exploring alien colonies, there’s 
plenty to see and do in Cryptic’s space-faring MMO. 
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STAR TREK ONLINE 


Crypic Studios boldly goes where few game developers have gone before...and succeeds. 


t takes quite a bit to make a Monday morning 

worthwhile. | rolled into Los Gatos around nine 

in the morning, the bags under my eyes undeni- 
able proof of my hectic weekend. | was tired, with- 
out coffee, and l|’d spent the hour-long car-ride 
trying to rack my brain for some worthwhile Star 
Trek trivia. Outside of a few seasons of The Next 
Generation, the odd reference to space whales and 
a daily shouting of “KHAAAAN!” | was pretty much 
tapped dry, hoping that the good folks at Cryp- 
tic knew enough about the landmark franchise to 
carry my dead weight. Pulling into the office park- 
ing lot and spotting a few dozen Enterprise bumper 
stickers proudly displayed from car to car, | had a 
hunch that my trust was well placed. 

My previous experiences with Cryptic Studios 
were that of the suits and spandex variety. Having 
subscribed to City of Heroes upon its 2004 debut 
and eagerly anticipating this year’s Champions On- 
line beta, | was already a huge fan of the amount 
of dedication and originality that Cryptic instilled 
in their products (and | had a level 30 scrapper to 


prove it). Star Trek Online proudly continues this 
tradition, featuring a nigh endless universe for 
players to explore, as well as an ever-growing pool 
of otherworldly extraterrestrial creations. 


MoRE THAN A RED SHIRT 

Players begin their cosmic adventure in typical 
MMO fashion by creating customized characters 
from the ground up. In step with past Cryptic en- 
deavors, there’s an enormous assortment of mod- 
ifiable features to be found in Star Trek Online, 
and the option to create not only your own ava- 
tar, but also your own species? You'll be lucky if 
you stop tweaking the sliders long enough to even 
jump into the game! One of the absolute coolest 
innovations has to be the game’s Genesis Engine, 
which allows players to not only create new forms 
of life, but enlist them into Starfleet. That bug- 
eyed green guy with the inverted forehead you 
whipped up before work? You take the right steps 
and you might just see him strutting around in 
someone else’s landing party before too long. 


BEAM Me Up 


Star Trek Online is neatly split into two categories: 
space exploration and ground exploration. While 
onboard their starship, players will survey deep 
space with their handpicked bridge crew, each 
granted a unique special ability. Where your tac- 
tical crew members may offer an extra wallop to 
your photon torpedoes, you can also assign en- 
gineers to carefully manage your ship’s shields, 
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and so on. After docking, you’re asked to select 
an away team that you can utilize in the more con- 
ventional ground missions. Coming from a self- 
professed MMO addict on multiple accounts, this 
amount of variety can be considered either a good 
thing or a bad thing: a good thing meaning there’s 
an unprecedented amount of activity and explo- 
ration at your fingertips. A bad thing meaning you 
may never see your loved ones again. 


star Trek Online proudly 
continues this tradition, fea- 
turing anigh endless uni- 
verse for players to explore, 
as wellas an ever-growing 
pool of otherworldly extra- 
terrestrial creations. 


Star Trek Online is shaping up as an impres- 
sive addition to the ever-expanding selection of 
massively multiplayer games, and a worthy in- 
stallment to the Star Trek canon. How it'll fare 
against the World of Warcrafts and EverQuests of 
the MMO food chain is yet to be seen, but Cryptic 
has certainly crafted one of the most in-depth on- 


line experiences we’ve seen in quite some time. 
—Will Herring 


My 


4288 


Bonk’s trademark wacky, prehistoric environments return in over 30 new 


flavors with Brink of Extinction. 
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BONK: BRINK OF EXTINCTION 


Hudson heads back to the stone-age with the revitalization of one of their premiere platformers. 


59 | xbox 360 | wi 


ith a 15-year hiatus since his last outing, 

many gamers assumed Hudson’s pre- 

historic platformer Bonk had gone the 
way of the dinosaur. With his original home a relic 
of console wars past, it came as a bit of a surprise 
when | was told that everyone’s favorite primeval 
protagonist would be making a triumphant return 
to form in a brand-new downloadable installation 
in the popular franchise. Pi Studios is hoping to 
breathe some newlife into Hudson’s classic series 
with all the wit and charm that made it a standout 
offering back on the TurboGrafx-16. 


% 
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No SCHOOL LIKE THE OLD SCHOOL 

Bonk: Brink of Extinction follows the titular quirky 
caveman on a quest to save his homeland from 
the threat of a devastating Doomsday Comet. 
With the comet’s magnetic field driving the 
world’s otherwise placid animal wildlife up the 
wall, it's up to one archaic adventurer to journey 
to the center of the earth and set things straight. 
Along the way, Bonk will have to battle his way 
through several exotic environments, such as 
a perilous jungle, a desiccated desert, and the 
dangerous depths of the earth’s core. Brink of 


There’s a wide assortment of power-ups and collectibles 
for Bonk to gather, each with their own unique rewards. 


Extinction spans over 30 levels, complete with 
a variety of innovative enemies and challenges 
for Bonk to overcome. Bonk retains all the flair 
and fun of the original side-scrolling adventure— 
from chomping away on walls to lift yourself to 
unreachable heights, to the game’s trademark 
collection of zany power-ups. Brink of Extinc- 
tion’s gameplay also looks great, playing largely 
ona 2.5D field complete with detailed 3D charac- 
ter models jumping, smashing, climbing, and ex- 
ploring the richly detailed environments. 


THE MODERN STONE-AGE HERO 

One of the most interesting aspects of Bonk: 
Brink of Extinction is Bonk’s brand-new power 
of transformation. As you progress through- 
out his adventure, Bonk will amass several 
skills, each altering our hero’s arsenal of abili- 
ties dramatically. By collecting scattered pri- 
mordial ooze, Bonk is granted access to six 
increasingly interesting transformational pow- 
ers, including Ice, Fire, Miniaturization, and sev- 
eral other wonderfully original abilities | won't 
spoil for you here. Bonk can also team up with 
a buddy in co-op play for the game’s main cam- 
paign, which is only complimented by Brink of 
Extinction’s new drop-in/drop-out multiplayer 
modes. Expect to see Bonk: Brink of Extinction 
on Xbox Live, PlayStation Network, and the Wii- 
Ware Channel as early as the beginning of 2010. 
—Will Herring 


Divinity 2 allows players to engage in hand-to-hand combat or take ona 


dragon form to torch their enemies to bits. 


DIVINITY 2: EGO DRACON 
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Morality is the name of the game for Larian Studios’ fire-breathing RPG epic. 


xbox 360 | PC 

ivinity 2: Ego Draconis is the first role-play- 

ing game I’ve played in a long time that 

looks and feels like a “computer RPG,” 
much in the vein of Knights of the Old Repub- 
lic, but it was presented to me by developer Lar- 
ian Studios on the Xbox 360. In this sequel to the 
vastly underrated Divine Divinity, the world of Riv- 
ellon is being threatened by a powerful warrior 
who controls massive armies of Dragon Knights. 
As a Dragon Slayer, it’s your job to hunt down 
these overgrown lizards and prevent the planet 
from getting turned into charcoal; before you can 


accomplish this though, Divinity 2 quickly throws 
a few quick curveballs into the gameplay. 


CHOOSE WISELY (OR DON’T) 

During my experiences with Ego Draconis, I've 
come to realize that I’m a saint. While some role- 
playing games have an element of branching 
stories that will affect a cut-scene or two, Ego 
Draconis pushes the concept of choice-and-con- 
sequence further than | expected. If you’re the 
kind of gamer that has loose morals—you kill 
Little Sisters without thinking twice, horde guns 
from your buddies in Borderlands, or you're just 
a jerk to everyone in Mass Effect—Ego Draconis 
will be a real challenge. Every choice you make, 
and every non-playable character you screw over 
for your own gain immediately impacts your 
game, for better or worse (unless you’re like me, 


and you're instinctively helpful to every creature 
you come across). 

Many of the quests and missions in Ego Dra- 
conis are given to you by NPCs that seem to have 
specific motives. But as a Dragon Slayer, you have 
the convenient ability of mind-reading, which is 
indispensable for gaining clues and discovering 
alternate outcomes to a task. Say that an NPC 
asks you to fetch an item for him in exchange 
for a bounty. By poking around in his mind, you 


Every choice you make, 
and every non-playable 
Character you screw over 
for your own gain immedi- 


ately impacts your game 


might find out that the seemingly random object 
he wants is actually worth a ton of cash, more than 
he let on at first. Once you've found out the truth, 
the in-game dialogue will change, giving you the 
option to interrogate your client about his true 
motives. If you know when and where to properly 
mind-read in Divinity 2, you can skip entire con- 
flicts in the game or create completely new ones. 
Of course, this won't always work out in your fa- 
vor. In one instance, | made a series of choices in 
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a quest that lead to an NPC attacking me when | 
tried to extort money from him. | eventually had 
to run from the fight, since he was stronger than 
me by acountry mile. 


| DUB THEE: DRAGON! 

But | doubt that players will be running from 
many fights when you gain your first real ability 
in Ego Draconis, which is actually Latin for “I, of 
the Dragon”. Once you become a Dragon Knight, 
you gain the power to transform into that same 
mythical beast. All it takes is an open field and a 
few seconds, and you can transform into a Dragon 
whenever you please. Really, how cool is that? In 
your Dragon form, the game suddenly changes 
scope, aS you can now soar over miles of land- 
scape, spewing fiery death on anything you come 
across. Notonly will Divinity 2 let you unleash your 
inner Dragon, but you'll eventually rule over your 
own Battle Tower, which will be staffed by your 
own hand-picked NPCs. You'll have minions that 
can be given minor missions to accomplish, your 
own treasure room, a garden, a personal necro- 
mancer, and that’s just the tip of the iceberg. 

For a sequel seven years in the works, Larian 
Studios is giving you a lot of choices in Divinity 
2: Ego Draconis. If you've always wanted to have 
your own butler, a personal Tower of Doom, and a 
badass Dragon form, then next January will be a 
very good month for you.—McKinley Noble 
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As Subject Delta, the first Big 
Daddy ever made, you have 
something all newer models 
do not: the ability to think 
for yourself. 


The Second Coming 

“The blue sky meetings at the beginning of creat- 
ing BioShock 2 were characteristically schizo- 
phrenic,” Thomas explained. “Every possible 
thing was brought to light, considered, loved for 
a day, and sometimes shot in the head. The big 
thing we wanted to do was imbue Rapture with 
a new sense of mystery without sacrificing the 
integrity of the very dense and carefully consid- 
ered storyline of the first game.” As it turns out, 
Pauper’s Drop is just one piece of a giant puzzle 
that illuminates Rapture’s dark secrets and is an 
example of why there’s more to the city than was 
revealed in the first game. 

Soon after our arrival in Pauper’s Drop, a 
Rosie class Big Daddy (the creatures from the first 
game clad in a basic heavy diving suit, armed with 
rivet guns and proximity mines that take their 
name from “Rosie the Riveter’ a WWII Ameri- 
can motivational figure) stomped onto the scene 
looking for a fight. In BioShock 2 the protagonist 
is no longer a genetically enhanced human, but 
is instead “Subject Delta,’ a prototype Big Daddy 
who has set out to reunite with his missing Little 
Sister Eleanor, a pivotal character in BioShock 
2’s main story. We also learned that Eleanor was 
watched over by Grace Holloway, a new character 
we d meet later on in Pauper’s Drop. == 
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Thanks to the reinforced deep sea div- 
ing suit you wear in BioShock 2, the player 
is much more suited for the game’s more 
grueling battles such as our fight against 
Rosie. We set the rival creature ablaze 
with a blast of our “incinerate” Plasmid 
and then bore our mammoth drill into its 
burning body. 

We finished him off with the drill 
dash, a new ability in BioShock 2 that 
Thomas described as his “favorite attack 
in the game.” When activated, the player 
spins their drill arm and then lunges in a 
with a devastating melee bash. After raid- 
ing the Big Daddy’s corpse for goodies, we 
grabbed the shotgun from a nearby der- 
elict diner and proceeded to the next area. 
The fight with Rosie had resulted in a sig- 
nificant loss of health, so we stopped by 
a health station on the way, smashing it 
afterwards to gain extra health, a new fea- 
ture in BS2. 

Demolishing the health station wasn't 
the brightest of ideas because our ruckus 
drew the attention of one of BioShock 2’s 
grotesque new mutants, an appropriately 
named “Brute.” Putting down the hulk- 
ing beast was no piece of cake, though. 
It took just about everything in our 
arsenal, including multiple rivet 
gun blasts to the face. Luckily, 
the lumbering ogre was clumsy 
enough to step into a pud- P 
dle of water, which allowed 6 
us to deep fry the 400 Ib ‘ 
elephant man with an elec- 
tro bolt Plasmid. 

In addition to the car- 
casses littering the area, we 
also saw lots of propaganda 
for a new character that drives 
much of the story in the game. 
“Dr. Sophia Lamb is the primary 
antagonist in BioShock 2,” Thomas 
explained as he walked through an 
area plastered with posters. “Fun- 
damentally she is the antithesis of 
Andrew Ryan’s ideals, and as you 
find out in the events of Pau- 
per’s Drop, the reason you never 
heard about her before was that 
her politics were very much 
suppressed.” 

“Soon after you start play- 
ing the new game you begin 
to discover some of Rapture’s 
secrets and Dr. Sophia Lamb is 
foremost among them. Lamb is a utili- 


tarian altruist taken to an extreme posi- Splicers haven't aged well inthe 10 
tion,’ Thomas revealed enthusiastically. years that have passed since the 
“She believes that your moral duty is not original game as you can see from this 


to your own interests but to the world at he PUES eC RaReten 


large. Her motto is ‘make the world your 
family. What that does is spread her loy- 
alty very thin and she starts to see peo- 
ple as numbers.” »- 


Grave Decisions 

Our next stop in the skid row was 

a pitch-black hallway with rotting 
floorboards that lead to the first of 
BioShock 2’s new and more distress- 
ing moral choices. After wiping off a 
fogged up window at the end of the 
hall, we peered into a room where 
Grace Holloway was sitting at a table 
waiting for a confrontation with us. 
It’s revealed that Grace, who’s based 
on 30s blues singer Bessie Smith, 
had cared for baby Eleanor, the pro- 
tagonist’s original Little Sister, and 
is anticipating a grizzly end at the 
hand of one of Rapture’s “monsters.” 

Here we were faced with one of 
the game’s weightier moral choices, 
and the first indication that the vir- 
tues displayed by the player affect 
more than just the accumulation of 
resources. Before we had the chance 
to interact with Holloway however, 
the agitated voice of Augustus Sin- 
clair barked out of our radio, pro- 
voking us to take violent action. You 
may remember Sinclair from the 
first game as a swarthy southern 
gentleman who owned a couple of 
businesses including Sinclair Solu- 
tions, a Plasmid developer, and Sin- 
clair Spirits, a swanky bar in the Fort 
Frolic district of Rapture. In Bio- 
Shock 2, Sinclair’s role is much more 
significant as he serves as one of the 
voices inside your head, and con- 
stantly offers feedback and advice 
over a crackling radio connection. 

In this scenario, Sinclair goaded 
us to murder Holloway as retribu- 
tion for her efforts to demonize El- 
eanor’s Big Daddy with members of 
Lamb’s extended “family.” His meth- 
ods are passive-aggressive at best, 
and he never outright orders a kill- 
but his smooth, Georgian accent 
and manipulative tone make it clear 
that he'd like nothing more than to 
see Holloway out of the picture. The 
choice is not as black and white as 
those encountered in the previous 
BioShock. Sinclair, after all, clearly 
has some ulterior motives. We chose 
to spare Holloway to see what would 
happen next. 

When we left the defiant Hollo- 
way safe in her room, an interesting 
shift in the story occurred. Through 
an extensive radio dialog she began 
to express a shift in her attitude to- 
wards Subject Delta. Her previous 
assumption was that the Big Daddy 
figures were nothing but monstrous 
automatons intent on stealing away 


Rapture's children, but our display 
of mercy caused her to see a spark 
of humanity. Unlike the results of 
the relatively simple moral decisions 
in the first game, the consequences 
of our actions here were quite pro- 
found. Holloway awarded us witha 
pair of special security bots that had 
been customized by a friend to with- 
stand a great deal more damage. 
There was at least a seven-minute- 
long “escape” scene that followed 
where our journey to the next area 
of the game was assisted by these 
flying mechanical helpers. They 
mowed down splicers with their 
powerful machine guns, and at one 
point they even threw themselves 
into the path of a rocket to protect 
us as we ran for safety. 

“One of my goals for BioShock 2 
was to increase the player's sense of 
authorship,’ Thomas explained to 
us. “Essentially, we're turning over 
the reins of authorship to the player. 
The choices in BioShock 2 on a moral 
level are at once more gray and more 
granular.’ Who knows, maybe Sin- 
clair wasn't trying to deceive us, and 
our perception that he was being 
passive-ageressive were wrong? Per- 
haps we made the wrong choice and 
Holloway really is an evil person who 
will make life increasingly difficult 
later in the game? Thomas adds “you 
can really set up some strange con- 
flicts that play out during the game 
by interacting with the adult charac- 
ters who are often unspliced, sane, 
and have an unusual moral position 
for you to reconcile yourself with.” 

What’s clear from our time with 
the game is Thomas and his team 
have risen to the challenge of follow- 
ing the original game with a sequel 
that expands upon the rich history 
of the BioShock universe, and book- 
ends the events of the first game 
with a credible approach that adds 
context to the events of the original. 
The single-player game elaborates 
on much of what was previously 
celebrated, and uses this to tell a 
more organic story that promises 
to play out in a variety of different 
ways depending on the behavior of 
the player. The fact that this is also 
supplemented with a multiplayer 
game set during the years prior to 
the first title (developed by Digital 
Extremes as quite a separate experi- 
ence) means that come its February 
release, BioShock 2 will divulge far 
more of the story of Rapture. G 


Melodies 


Jordan Thomas talks abou 
the significance of music in 


Bios Shoc k 2 and reveals 
how old yellow cabs in his 
hometown have served as 
inspiration. 


The eerie music you hear coming out of the 
loudspeakers around Rapture is one of the 
ways BioShock 2 builds an overwhelming 
sense of unease within the player. But BioShock 
2’s score, which is composed by Garry Schy- 
man who did the music for the first game, isn’t 
sinister sounding 

. on its own until 
te Oe it’s placed inside 
Viteteee Rapture. 

ie. 1h Jordan 
eal Thomas explains 
ED he that due to Dr. 
Lamb’s control 
of Rapture’s un- 
moe. seen neighbor- 
Li tLt Ltd hoods, “you geta 
redhivV OW bit more of a re- 
allows cahe ligious vibe from 
Scout Bien wees, the music in Bio- 
, Sy A" Shock 2. This is 
AVS DLay because religion 
“inde was outlawed in 
“ak Rapture, but the 
story in BioShock 
2 takes you to 
all the places Andrew Ryan wasn't aware of, so 
you'll hear certain songs that would have been 
banned in Rapture proper.” 

Just as developing characters with compel- 
ling histories is an integral part of creating Bio- 
Shock 2, it’s clear the team spends a lot of time 
ensuring the music is just right for all aspects 
of the game. For instance, some of the licensed 
music you hear during multiplayer (which takes 
place the year prior to Rapture’s fall), comes 
from the first BioShock. “We wanted to corre- 
spond as much as possible with that feel,” 
says Thomas. 

When asked about the process of selecting 
music for the game, Thomas shared an interest- 
ing story about how he’s able to draw inspiration 
from his own life. “Something about the music 
from the 30s has made me start to pick them 
out of anywhere in the world where | hear them 
playing. There’s a taxi in Marin County, California, 
where | live that drives you around in really old 
yellow cabs and they’re always playing sounds 
of the 40s. While in one, I’ve said ‘do we need 
that one?’ and then shout at the driver to ‘stop, 
| need listen to this song!’ Of course, the cabbies 
think I’m insane.” Thomas jokes that what hap- 
pens next is “then he turns around and he’s 
got the Toasty Splicer lip!” G 
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24 Of the bigge 
sequels coming t 
Wit DS, and PSP 
ust about every gamer under the sun is looking 


forward to the release of BioShock 2, which has 

some Big Daddy-sized shoes to fill, but what about 
everything else on the horizon? 2010 is bursting at the 
seams with other high-profile sequels coming out for every 
single console and handheld on the market. Here are 24 
of the best upcoming sequels and what they're doing to 
Surpass their predecessors. 
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certainly a tough act to follow, particularly 

given the epic scope of the narrative, the satisfying squad 

based combat and the emotionally charged character 

development. For gamers to be fully satisfied though, BioWare 

needs to fix some of the small technical issues that marred an 

otherwise fantastic RPG experience: this means eliminating the 

inexplicably long elevator rides that obscured load times, fixing 

the sometimes ugly graphical “pop in” problems, and tightening 
up the user interface for managing weapons and items. 

Based on a stunning demo at E3 this past June, it appears 
BioWare is meeting the challenges it faces with considerable style. 
That demo, which consisted of a short cinematic movie set aboard 
a badly damaged Normandy (the ship from the first game) and 
an action-filled battle against an Asari assassin and his men, was 
enough to convince us to have high hopes for this title. Mass Ef- 
fect 2 has the same look and feel as the first, but the combat seems 
smoother and managing your teammate’s abilities appears more 
streamlined. The fantastic dialogue tree is still present as well, let- 
ting you quickly interact with other characters. 


If you played the first Mass Effect, hold on to those save game 
files. Mass Effect 2 lets you import a file from the original, and 
previous events will have a tangible effect on those in the sequel. 
Decisions that had no discernible impact on the events of the first 
game, such as choosing to help a man reclaim his dead wife's body 
from a military morgue rather than convincing him to allow it to be 
studied for research, may affect elements of the narrative in the se- 
quel. It remains to be seen how far the developers will dig for this 
type of cross-pollination but the potential is fairly evident: gamers 
who paid close attention should be rewarded as they see charac- 
ters and situations crop up from their past. 


pure action-shooters go, the Max 

Payne franchise has always done a more than 

admirable job of delivering the goods. With 

its precedent-setting “bullet-time” feature, brutal 

kills, and huge explosions, it provided the kind of 

thrills we would typically expect from big-budget 

action movies. All that was back in 2003 though, and 

by the time Max Payne 3 is released it will have been 

seven years since we last saw the titular hero. Does 
he have what it takes to continue to impress? 

The franchise’s original creators at Remedy En- 
tertainment provided a fine action game template 
with the first two titles, but that team’s upcoming 
Microsoft project Alan Wake has been its center of 
attention for more than five years now, leaving no 
room for more Payne. Thus, development has trans- 
ferred to the hands of Rockstar Vancouver, which 
most recently produced the popular school yard ac- 
tion game Bully. In typical Rockstar fashion, the stu- 
dio has been very secretive about specifics so far, 
but it has already more than adequately proven it 
can tell a unique story and successfully integrate a 
variety of different gameplay mechanics. 

In his seven-year hiatus, Max has certainly let 
himself go a bit. No longer the handsome hero figure 
of the first two games, he’s now balding, bearded, 
and carrying a little extra weight. “We’re starting 
a new chapter of Max's life with this game,” said 
Sam Houser, founder of Rockstar Games. “This is 
Max as we've never seen him before, a few years 
older, more world-weary, and cynical than ever. We 
experience the downward spiral of his life after the 
events of Max Payne 2 and witness his last chance 
for salvation." 
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Cause was filled with so much potential that 
it started to fill all the empty areas on the screen. While 
you could engage in some pretty sweet stunts, the world 

in which you were pull them off seemed somewhat bland and it 

lacked variety. This time around, you'll have a more vibrant world 
to explore and even crazier toys to play with. 

Adding cool new moves to a game that allowed you to do 
things like skydive from helicopters is akin to asking Chuck Norris if 
he can find new ways to kick ass. Surprisingly, our recent hands-on 
time with Just Cause 2 revealed that the first game just scratched 
the surface of sweet stunt gameplay. 

The grappling gun in the first Just Cause was a tool of merri- 
ment, allowing you to tether the game’s hero, Rico, to pretty much 
any moving vehicle. It allowed for some truly amazing gameplay 
sequences (paragliding from the back of a sports cars, anyone?) 
and really differentiated the game from its competition. For the 
sequel, the imaginative folks at Avalanche Studios have let their 
sense of creativity run wild with the item. In Just Cause 2, anything 


within range—be it vehicle, person, building, or movable object— 
can be grappled. 

The double-ended grappling hook allows for some truly cre- 
ative methods of movement and murdering. Want to get to a build- 
ing across town in a snap? Grapple it. Want to get an annoying 
soldier out of your sights? Just attach one end of the grappling 
hook to, say a rocket, and the other end to his body and you can 
imagine the comedic results. 

Though the ability to paraglide is sadly gone, you'll hardly be 
heartbroken when you learn to use the grappling hook to build 
speed quickly and get airborne with the new stunt parachute. 
When you start slowing down (which is pretty difficult given how 
smooth a ride the new ‘chute is), just keep shooting that hook into 
anything nearby, and you'll keep soaring at a speedy pace. This is 
how all of those Spider-Man games should have felt. 

Between the grappling, flying, and the improved stunt moves 
(which now allow you to hop onto multiple spots on a vehicle, and 
take cover behind the bumpers while shooting gunners in the front 
seat) we are pretty astounded at how much crazier Avalanche Stu- 
dios has made getting from point A to point B. 

The shooting mechanics were easily the original Just Cause’s 
weakest point, and while we’ve seen improvements been made 
with dual wielding and the addition of cool new weaponry (hel- 
lo0000, rocket launcher), we can’t quite give that area of the game 
a thumbs-up yet. While shooting, we never felt quite as badass as 
when we were performing those crazy sky stunts. 

Crackdown, InFamous, and Prototype made extreme open 
worlds for gamers to unleash superpowers within, and Just Cause 
2 capitalizes on that in a big way. In fact, it has the potential to be 
one of 2010’s best action games. 
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fanbase like a new entry in the 

Street Fighter series. With Street Fighter III, the infamous 

sequel that initially dropped every character but Ryu 

and Ken, fighting fans were drooling over the silky-smooth 2D 

animations, but they took up pitchforks and torches over the 

eccentric new character roster. Luckily, Capcom pays attention 

to what makes their fan club happy, as Street Fighter IV not only 

retained the entire 12-character lineup from the Street Fighter II 

series, but it also revamped the gameplay into something that was 
expert-ready and novice-friendly. 

So, the real question is how will Super Street Fighter 1V surpass 
its predecessor? Well, let’s just start with the new additions to the 
SFIV roster, which we already know includes Dee Jay, T. Hawk, 
and the Tae Kwon Do cutie known as Juri, Street Fighter’s first Ko- 
rean character. That's three out of an assumed eight characters (or 
more, depending on further word from producer Yoshinori Ono) 
expected to hit SSFIV, and rumors around the Internet all seem to 
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its grit, the original Red Dead never really got the 
respect it truly deserved from gamers. When Rockstar 

San Diego picked up the pieces of Red Dead Revolver after 
Capcom left it in the dirt, the game transformed into an epic tale of 
revenge, justice, and danger that did some real justice to western- 
themed video games. Stepping into the boots of Red Harlow was 
a real thrill ride with plenty of variety. One scene would have you 
staring death in the face during a quick draw shoot-out, while the 
next would have you chasing down bandits for bounty. 

With a good five years to think about improving on the origi- 
nal, fans of this cult classic shooter will be glad to know Rockstar 
Games is throwing some real power behind Red Dead Redemp- 
tion. Not only is the series making a next-gen debut on both 
the PS3 and Xbox 360, but this version of the American frontier 
will be done right with the “Rockstar Advanced Game Engine,” 
a.k.a. RAGE, that was used to craft Grand Theft Auto IV. That 
means every single facet of the game, from the dynamite-packed 


be pointing towards even more Street Fighter Alpha talent (where 
is Rainbow Mika?). And it’s not just the new challengers that are 
getting a tweak for the SFIV engine, as every fighter’s getting a bit 
of fine-tuning—or in some cases, brand-new moves. 

We think that’s just the tip of the iceberg for SSFIV, but we can 
only guess what else is coming up next to trump the original. Bo- 
nus rounds? More storylines? Another all-original fighter? 

Even though SFIV’s “Champion Mode” saw a free DLC release, 
Super Street Fighter IV is upping the ante even further with a whole 
new game disc. Of course, such improvements don’t come cheap, 
but $40 seems very generous of Capcom. The only thing that re- 
mains to be seen is if this PS3 and Xbox 360 exclusive will leave the 
arcade version in the dust, as more gamers are doing their fighting 
on the couch instead of the pizza parlor. Capcom's gone on record 
to say an arcade port would be an easy task to tackle, but we'll just 
have to wait and see. 


explosions to the six-shooter showdowns will be getting a much- 
needed facelift. 

If the appeal of Grand Theft Auto mixed with The Good, the 
Bad and the Ugly doesn’t get your gaming gullet going, Rockstar’s 
trademark handiwork on this new Red Dead means you'll also be 
riding into the sunset on the biggest sandbox in old American his- 
tory. With this coat of next-gen polish, Redemption will be pack- 
ing realistic weather patterns (most likely in the form of thunder 
storms and dust clouds), vastly improved graphics, and huge free- 
roaming environments. You'll also get to experience all the hall- 
marks of good western action, like shoot-outs that go from the 
outlands to the townside, horse riding, and wild game hunting, 
with tons of critters itching for a bullet to the back. But if Rockstar’s 
good at one thing, it’s spinning a memorable story out of unlikely 
characters. We're looking forward to saddling up with the next Red 
Dead, since it’s sure to be a wild ride. 
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them about it, the God of War team at Sony’s Santa 

Monica studio is pretty frank about the fact that their goal 

was never to reinvent the wheel with the franchise. But just 
because God of War 3 doesn’t particularly break any new ground 
on a technical level, don’t think that the studio isn’t reaching for 
new creative and narrative heights. This is, after all, the bloody 
crescendo to Kratos’ epic revenge trilogy. 

God of War 3’s storyline promises to answer a// of the series’ 
unanswered mysteries, and bring closure to the game’s main story 
arc. Kratos’ anger at his father Zeus has become more acute with 
each episode of the series so far, so we're betting that his final 
confrontation won't be civil. We’re still cringing from the sight of 
Kratos ripping Hades’ head off in the demo Sony showed at E3 in 
June 2009. 

Thanks to the muscle of the PS3, God of War has never looked 
more astonishing than it does here. Gigantic strides have been 
made in the way that the game is presented, and the difference be- 
tween the cinematic sequences and real time gameplay is hardly 
noticeable. This is particularly evident in the amount of detail 
visible in the environments, and the epic nature of many of the 
bloody battles. The extra boost the PS3 lends to God of War 3 can 
also be seen in huge battles against crowds of multiple different 
enemy types. 

Sony’s also gone to great lengths to ensure that they deliver 
what fans of the ultra-violent series crave: epic boss battles against 
mythological beasts, vicious new combo attacks and finishers, 
and, of course, a sex mini-game to give it that final “God of War” 
touch. From what we’ve seen and played of God of War Ill, it satis- 
fies all those prerequisites. From Kratos’ new face-exploding Ces- 
tus boxing gloves, to monstrous new adversaries like Hades, the 
king of Hell, there’s a lot for God of War fans to look forward to 
in March. 
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Steel wasn’t the most critically acclaimed Wii 


title by any means, but even so it sold over one million 
copies, which pretty much guaranteed a status upgrade 


from “game” to “franchise.” Just by taking one look at the sequel, 


it’s clear Ubisoft isn’t trying to earn a quick buck by pushing out Red 
Steel 2, as they’ve revamped, polished, and completely rethought 
practically every aspect of the game. 

Red Steel 2 is set in a futuristic re-imagining of the Wild West 
where ninjas roam and sword fights are commonplace. Out in the 
wild, players will encounter members of an elite group of assas- 
sin’s known as The Jackals, who they’II have to take down through 
deft swordplay and quick gun-slinging. Red Steel 2 incorpo- 
rates a unique combat system for a first-person game, allowing 
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little love for the vast majority of the 
3D Castlevania iterations, Konami (with Metal Gear’s Hideo 
Kojima on board in a limited capacity) wants to change 
gamers’ minds about the concept. Lords of Shadow’s producer 
David Cox has said on multiple occasions that the main influences 
for the upcoming game have been the original 8-bit series and 
Super Castlevania IV on the SNES, which long-term fans should 
look favorably on. Throw in MercurySteam’s proprietary engine 
(which was used in the visually impressive, but flawed action 
horror title Clive Barker’s Jericho) for added sheen and Lords of 
Shadow may turn out to be the next-gen Castlevania fans have 
been patiently waiting for. 
The game will mark the return of the Belmont clan inthe form of 
a new protagonist Gabriel Belmont (voiced by Stargate Universe's 
Robert Carlyle) who’s on a mission to obtain the “God Mask” 


kKonamiand kojima set 


out to rekindle the glory 
days of Castlevania. 


Ubisoft takes sword-fighting to the 
est in Red Steel 2. 


players to combine charged attacks with dashing and jumping 


techniques to best dispatch their enemies. Blocking is also key, and 


requires precise Wii Remote movement to successfully execute. 


The addition of the Wii MotionPlus adds an extra layer of depth to 
this requirement. 


Aside from gameplay, Ubisoft Paris has also upped the ante 
for sequel in the graphical department. The art style of the original 
Red Steel has been scrapped, replaced with a more graphic-novel- 
style that fits in well with the new setting. 

If Ubisoft keeps Red Steel moving inthe right direction, Wii fans 
may get the sword-fighting adventure that the first game so clearly 
wanted to be, and so far we've been nothing but impressed. 


For Nintendo Wii 

Developer. Project M (Nintendo 
SPD, Team Ninja, D-Rockets) 
Release Date: 2010 


It’s the understatement of the year to say 
Nintendo and Team Ninja make an odd 
couple. But with the injection of John 
Woo-inspired melee combat, giant 3D are- 
nas, and an epic-scale story, Other M is 
adding a fresh dose of action to the series 
that no Samus adventure has had yet. 


which he believes has the power to bring his murdered wife back 
to life. The team has brought on board a few notable actors to voice 
the main characters. Carlyle will be joined by Patrick Stewart (Star 
Trek: The Next Generation, X-Men) as the game’s narrator Zobek, 
and Natascha McElhone (Ronin, The Truman Show, and most re- 
cently Californication) as Belmont’s deceased wife, Marie. 

It's yet to be seen what role Dracula will play in Lords of 
Shadow, but the team has revealed that the game will take place 
during the “end of days.” Players will lead Gabriel through the ru- 
ined world in search of the broken pieces of the God Mask, encoun- 
tering many re-imagined enemies of the series, as well as some 
new additions. Cox has mentioned that certain gargantuan boss- 
type enemies will require players to use gameplay strategies much 
like those seen in the PS2-classic Shadow of the Colossus. 
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Puzzle Quest: Challenge of the Warlords and 
its follow-up, Puzzle Quest: Galactrix, broke new ground in 
the “match-three” puzzle genre by implementing RPG-style 

stories and stats to drive a narrative that explained why, exactly, 
you were spending so much time lining up gems on a grid. All of 
the adventuring was performed by directing your character to 
move across a gigantic world map, with interactions taking place 
with static characters dishing out text-based dialogue. Your items 
and weaponry worked almost exclusively to modify the process 
or results of matching similarly-colored gems. Puzzle Quest 2’s 
greatest attribute is that it brings the RPG elements of the game to 
the forefront, beginning with the overworld. 


As you can tell from these exclusive screenshots, the world in 
Puzzle Quest 2 is now explored from a Diablo-style perspective. In- 
teractions are made with characters that also appear right in front 
of you in the game world, with actual spoken dialogue being ut- 
tered. Murray Philbrick, the lead designer on the project, described 
the design change, stating “we really wanted to make sure the 
player felt like they had a chance to explore and go off the beaten 
path to find really cool things that would help them along the way. 
The dungeon crawl just naturally plays into that.” 

The puzzles are similar to those in the first two Quests—they’re 
fundamentally match-three puzzles on a square grid, with new 
gems falling down from the top. As before, their purpose is to il- 
lustrate a fight between the player and an opponent character. 
To keep things interesting, the grids now also feature special at- 
tack and defense gems. The former allows you to use weapons 
collected in the dungeon crawl (you can wield two, or a single 
two-handed weapon), while the latter allows you to better ab- 
sorb attacks. Like the previous games, some of the puzzles repre- 
sent non-combat situations too, but here they’re more varied, and 
tend to be focused on very specific quest tasks. Putting out a fire 
by matching blue gems while avoiding red gems is a very effec- 
tive puzzle-gaming moment. The loot grab, in which we scurried 
to match treasure chest gems as the grid slowly closed, may not 
have been as original, but it definitely conveyed the intensity of the 
situation way better than forging weapons in Warlords or hacking 
gates in Galactrix. 

It’s still easy to get acclimated to the puzzles, regardless of your 
knowledge of the series, and the more user-friendly combat and 
exploration interfaces are welcome to everybody—say goodbye 
to getting overwhelmed by a dozen text tutorials the first time you 
navigate menus. 


remains one of the 

most popular online 
titles 12 years after its initial 
release (in 1998) for one 
simple reason: its beautifully 
realized competitive balance. 
Over the years, the game has become so carefully fine-tuned that 
the three playable races, the Terrans, the Zerg, and the Protoss, 
deliver an almost perfectly balanced paper-rock-scissors analog: 
each race confers its own set of strengths and weaknesses and 
no single side has an unfair advantage. This means matches are 
always decided purely by the skill of the individual player. 

Assuming StarCraft Il retains that core competency, there 
should be no reason for it not to succeed. The game has under- 
gone a major graphical overhaul, as you would expect, but the 
gameplay looks to be tweaked significanlty, too with new units and 
interactive environment elements. One example of this, according 
to Blizzard, is the Xel’Naga watchtower structure. When this lofty 
location is captured, it reveals a large area of the map to the player, 
creating a significant competitive advantage. 

StarCraft Il, currently subtitled Wings of Liberty, is actually 
the first of a planned trilogy of games. It will include a substantial 
single-player campaign that focuses on the Terran race, and puts 
players in the boots of series-stalwart Jim Raynor. The second ti- 
tle, ostensibly an expansion pack, currently has the working title 
of Heart of the Swarm and features a Zerg-focused single-player 


happy about the impending release of Diablo 
Ill: PC mouse manufacturers. The click-a-thon known as 
Diablo has destroyed more than its fair share of PC mice, not 
to mention lives, with its addictive hack-and-slash gameplay and 
endless “phat |00t” treasure hunts. With the release of the latest 
chapter, we can easily see execs at companies like Logitech and 
Microsoft salivating at the thought of legions of PC gamers breaking 
their mice from obsessively clicking their way through Diablo Ill. 
Now, it’s tempting to demand that developers go back to the 
drawing board and innovate each and every time out, but some- 
times you have to stick to the adage that “if it ain’t broke, don’t 
fix it.” Diablo Il wasn’t perfect—the low-res graphics grated on 
the eyes and the anorexic story left a lot to be desired—but it 
clearly worked well enough to draw in gamers by the millions, so 
Blizzard didn’t have to do much other than update the graphics 


campaign. The final chapter, Legacy of the Void, will complete the 
series with a Protoss campaign. Though the single-player games 
are divided into these chapters, the full multiplayer game will ship 
with Wings of Liberty. 


engine, tweak a few gameplay concepts and rent out a bank vault 
to hold all the cash they were going to make. But Blizzard is doing 
more than just the bare minimum with Diablo Ill. They’re introduc- 
ing some new warrior classes that should offer up new and inter- 
esting possibilities, adding more item drops that will inspire a level 
of obsessive collecting not seen since Pokémon first debuted, and 
throwing in new ways to interact with the environment such as the 
ability to bring down walls on enemies. 

It's shaping up to be the biggest and baddest Diablo ever but 
Blizzard has a lot of work left to do if it’s going to live up to fan ex- 
pectations. As the recent hub-bub over the game’s “cartoony” art 
direction highlights (culminating in an online petition calling for 
a boycott unless it was changed), the game is being scrutinized 
closely by its rabid fanbase, who will no doubt raise hell if it fails to 
meet their high standards. 
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end of the original Crackdown, we learned that 
the downfall of Pacific City was entirely manipulated by the 
monolithic “Agency” for which the player and his super- 
human companions worked. The sinister plot saw the Agency 
supplying the rival Shai-Gen, Volk and Los Muertos gangs with 
weaponry to bring about a state of complete chaos. The plot, 
as it was revealed in the final cinema, was to expose the city to 
“absolute anarchy” before it would accept “unconditional control.” 
After conquering the city, the Agency was to turn its attention to 
the whole world. 


Although Microsoft and new developer Ruffian Games (the 
original was developed by Realtime Worlds, the team now pro- 
ducing APB) have remained fairly tight-lipped about the plot for 
Crackdown 2 since the big reveal at E3 2009, we do know that all 
is not going according to plan for the Agency. Far from being un- 
der complete control, Pacific City is now infested with mutants 
that have escaped from the research facility that players saw in 
the first game. These creatures now dominate much of the for- 
mer Shai-Gen territory, and are terrorizing the city at night. In 
response, the civilian population of the city has formed a group 
known as “The Cell” and now stand in defiance of the Agency 
as they try to protect themselves and their homes from the mu- 
tant threat. Consequently, just as we saw with the first game, 
the Agents have to control multiple factions with different mo- 
tivations while trying to exert control. Cell strongholds must be 
raided while new underground areas of the city must be explored 
in order to flush out the mutants. 

The “anything goes” superhero vibe of the first Crackdown 
remains in the sequel, but Ruffian has wisely focused on a num- 
ber of areas that prompted feedback from dedicated players. 
Agents can now be customized to a much greater degree (it’s not 
just predetermined character styles) and their abilities have been 
buffed considerably, allowing them to run faster, and jump even 
higher. And, of course, jumping to insane, nosebleed-inducing 
heights was a big part of the fun in the original Crackdown. 

Cooperative multiplayer was extremely popular in the orig- 
inal game, and this has been enhanced considerably in Crack- 
down 2. There’s now support for up to four players to seamlessly 
drop in and out of each other’s games, and there will be competi- 
tive multiplayer modes for up to 16 players. 
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SoulSilver may be the most 
important Pokémon title in the franchise’s history. A lot has 
changed in the Pokémon series since Gold and Silver, and 

every single gameplay alteration from the original Game Boy line 
to the Nintendo DS collection is being crammed into the upcoming 
HeartGold and SoulSilver remakes. 

It's obvious that Pokemon HG/SS will be giving the Gold and Sil- 
ver locales some much-needed sprucing up in the graphics depart- 
ment, but the real change inthis 10th anniversary special is all about 
the Pokémon. With access to both the Johto and Kanto regions, col- 
lecting the massive catalogue of 493 pocket monsters has become 
a much more realistic goal for the most persistent Pokemon players. 
Even the Pokedex has been altered in HeartGold and SoulSilver so 
that aspiring trainers can finally catch the rarest Pokemon from yes- 
teryear, like Articuno and the rest of the Legendary bird trio. 


Metal Gear Solid: Peace Walker is produced 
and directed by Hideo Kojima. Not only is this game a direct 
sequel to the acclaimed Metal Gear Solid 3: Snake Eater, but 

the story will also cover the events in the series that lead to Naked 
Snake’s transformation into Big Boss, as well as his adoption of 
Outer Heaven. Even the cutscenes and cinematography carry 
Kojima’s mark, but there are even bigger changes afoot in this PSP- 
exclusive stealth mission. 

For starters, the PSP controls have been given a major facelift, 
as most combat actions have been simplified to a more stripped- 
down layout. Now, taking on a group of armed soldiers merely 
requires a few taps on the right shoulder button, which will send 
Naked Snake into a brutal flurry of close-quarter combat motions. 
Even though the PSP has less button real estate than a PS3 control- 
ler, Peace Walker may surpass its big brothers in ease of combat. 

That’s not the only thing Snake’s doing differently, though. 
Throughout the Metal Gear series, the main character has been 


More thanjust another 
Pokemon sequel. 


And if you think these new games begin and end with the DS 
cartridge, you should be aware of the brand-new “PokeWalker,” 
Nintendo and Pokémon’s own spin on the digital pet fad of the 
1990s. This Poké Ball-shaped pedometer ramps up the Pokémon 
addiction by yet another notch never seen in previous games, 
as you can now literally attach a Pokemon to your hip via the 
PokeWalker’s infrared receiver. The PokéWalker is so advanced, it 
just might get you outside on a day-to-day basis, as your attached 
Pokémon will also gain experience and pick up watts based on the 
interior step counter. 

Every Pokémon remake can be either just right or too light on 
content, and Pokémon HeartGold and SoulSilver looks like it’s 
more than right. In fact, it just might be both the ultimate Pokemon 
title that long-time fans have always wanted and the addictive pet 
simulator that casual fans can ease into. 


Snakes back and hes 
taking over your PSP 


alone, whether it’s Naked Snake, the more familiar Solid Snake, 
or wannabe badass Raiden. Not anymore, says Kojima Produc- 
tions. In MGS: Peace Walker, you can enter the war zone with up 
to four friends, taking on the biggest enemies with a mix of stealth 
and explosives. 

Everyone can be a Snake, but not all Snakes are created equal. 
When you're in the battlefield in Peace Walker, sharing life bars, 
trading items, and using guerilla tactics will only get you so far. 
Stealth addicts also have the option of playing as a defense-ori- 
ented Snake, a weapons-toting Rambo Snake, or even the rocket 
launcher-toting Naked Snake. That, plus Peace Walker’s ultra- 
unique take on co-op play, will have series fans messing around 
with cardboard boxes for days. | 

It’s also worth noting this is by far one of the best-looking 
PSP games we've seen in years. Snake sneaks onto the scene in 
2010, but he'll still be looking as good as everyone else, even ona 
smaller screen. 


GAME OF THE MONTH 


Selecting a “game of the month” at this time of the year can be a difficult process. With 
so many publishers still saving the very best of their wares for the tail end of the year, 
we’re currently inundated with highly-anticipated and wonderfully crafted games all 
more than worthy of high praise, such as our game of the month award winner, As- 
sassin’s Creed Il. 

But rather than talk about vig Ubisoft's latest title is game of the month, let’s 
spend some time briefly looking at the game that notably isn’t, and specifically why. 
So, let’s get the big question out the way right here: “Why isn’t Modern Warfare 2 
game of the month?” 

Well, to start with, you'll notice that we didn’t actually posta score in this issue for 
Infinity Ward's masterpiece. This isn’t an error or an inexplicable lapse of judgment 
but instead was a decision made due to the circumstances under which the game was 
available to us for review. Given that the Call of Duty franchise is such a popular online 
multiplayer game, and that much of the audience for it will spend dozens, if not hun- 
dreds, of hours living with the new multiplayer modes, we did not feel that the access 
afforded to us pre-release was sufficient to cast judgment. Instead, reviews editor Tae 
Kim played through the entire single player campaign and focused his observations 
for this issue of GamePro on a significant part of that experience. You can read his 
thought-provoking look at the opening of the game on page 60. 

We will be posting a full assessment of Call of Duty: Modern Warfare 2 on GamePro. 
com as soon as we are satisfied that we have played the multiplayer game sufficiently. 
The game releases on November 10 and our review will be posted soon after along 
with the piece that you see in this issue. Make no mistake, we're thoroughly impressed 
by Infinity Ward's game, but when playing a game like this in a pre-release environ- 
ment, it can sometimes be difficult to adequately identify issues that may arise when 
the game is properly live. 

This brings us back to Assassin’s Creed Il, a game that we were able to play 
through adequately enough to render judgement on; it impressed us enough to 
earn the distinction of our monthly award, so read on for my thoughts on Ubisoft's 
highly anticipated sequel as well as our thoughts on the rest of this month’s titles. 
—John Davison 
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MAD CATZ THROAT COMMUNICATOR 


Peripheral maker Mad Catz has a ton of 
officially licensed Modern Warfare 2 pe- 
ripherals to take your experience to the 
next level but we're most intrigued by the 
Throat Communicator, an authentic look- , 
ing piece of gear that mimics actual high- ai 
end tech used by armed forces. It slips 
behind your neck rather than over your 
head and has a single earbud that slips 
into your ear for audio. The unit relies on 
a microphone rather than picking up the 
vibrations of your neck, something actual 
throat mics are capable of, so the design of 
the unit is more form than function but it’s 
radically different aesthetically than the 
standard Xbox Live headset. 
If you are serious about your Modern 
Warfare 2 playing or you hate the cumber- 
some over-the-head design of standard 
headsets then the Throat Communicator 
is definitely something you should con- 
sider. As of this writing, a release date and 
" price had yet to be set but we expect Mad 
{ a Catz to launch the product to coincide with 
a Modern Warfare 2's November 10 launch. 
Look for it on store shelves when you go 
to pick up your copy at the store. 
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madcatz.com 
$29.99 


GAMEPRO’s RATING SCALE 


Behind the Stars 


> & © & @ §: The best of the best. If you don’t own this game, you should. 
SS | Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 


* * * wk 4 Highly enjoyable, but falls short of true greatness. 


The Fight Nights and Tony Hawks of the world. 
3.5 to 4 Stars 
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2.5 to 3 Stars 
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1.5 to 2 Stars 
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0 to 1 Star 


Approach with caution—try before you buy. Enter the Matrix 
and the Dynasty Warriors games fall squarely in this category. 


Should come with a sticker: “Warning, contains poisonous 
amounts of suckage.” Remember Backyard Wrestling? 


Games that score * 
iigher are awarded our coveted 
Editors’ Choice Award. 


An absolute insult to humanity. 
Kill it with fire and holy water. 
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The airport level is also the setting for some multiplayer mayhem; the plane’s 
emergency slides act as a convenient ramp to get inside the airport lobby. 


and the chaos. 


CALL OF DUTY: 
MODERN WARFARE 2 


We take a closer look at Infinity Ward's now infamous 
airport level to try and make sense of the carnage 


y now, most gamers have heard about or 

seen the grainy leaked footage of Modern 

Warfare 2’s airport level and read the sub- 
sequent media coverage. Thisisashame, because 
as a result they no doubt have an assortment of 
preconceived notions and expectations. I’m actu- 
ally in a very small group of people who experi- 
enced this whole scene with a clean slate when | 
was invited to Infinity Ward's offices for a two-day 
review session about a week before the footage 
leaked; in short, | experienced the level the way it 
was meantto be experienced. 

It’s interesting to be in that position and watch 
the ensuing melodrama. What's most unfortunate 
about the whole thing is that much of the com- 
mentary is a response to something taken com- 
pletely out of context: the brutal carnage makes 
sense within the narrative of the game but when 
it’s stripped out and presented in a vacuum, the 
only thing you can take away from it is “terror- 
ists kill people in an airport.” What’s missing is 
the culprit’s twisted rationale behind it, some- 
thing Activision tried very hard to reiterate in their 
prepared statements, and the ramifications that it 
has on the game’s plot—the plan to leave behind a 
dead American spy as the lone culprit of a massa- 
cre that involves Russian citizens is as ugly as it is 


deviously inspired and helps frame the “American 
invasion” subplotthat follows. But the leak’s worst 
offense is that it’s muddied the real conversation 
that should be taking place: what is the “point” of 
the level and is it ultimately successful? 

The answer is far more complicated than the 
brutal footage would lead anyone to believe. It’s 
a bold narrative maneuver, a calculated gamble 
done for the sake of not only shocking those who 
witness it firsthand but also to raise the stakes of 
the subsequent missions. It’s one that Infinity Ward 
didn’t have to take and you could easily argue that 
they shouldn't have taken it at all—Modern War- 
fare 2 is, with apologies to Assassin's Creed Il, the 
highest profile release of the upcoming holiday 
season and putting in something this controver- 
sial is like giving your worst enemy a loaded handa- 
gun and your home address; as | write this, there 
are already talks of having it banned in Australia, 
a knee jerk reaction borne, as these things almost 
always are, out of ignorance and hysteria. But In- 
finity Ward took the risk anyway and you have to 
extend kudos to them for having the temerity to 
try something that bold. 

But you also have to stop short with your 
praise because the level doesn’t go far enough, 
not in terms of brutality or violence but in terms 
of storytelling: it’s a progressive step forward but 
it could have been a great leap with just a few mi- 
nor tweaks. As my murderous cohorts advanced 
through the airport, casually spraying bullets the 
way we might throw away a gum wrapper on the 
street, | brought up the rear as a passive observer. | 
had agunin my hands but! had been so completely 
and utterly shaken from my tree by the initial shock 
of it all that | didn’t even think to pull the trigger. 

Then|l beganto wonder whether or not! should 
become an active participant; | was, after all, an 
undercover agent—would it look suspicious to the 
others if | didn’t take part? Would my commitment 
to the “cause” come into question? Would that 
blow my cover and compromise my mission? That 
ultimately brought me around to the most impor- 
tant question: what was worth more, the actual 
lives of several hundred innocents or the potential 
lives of several billion? 

I'm guessing that was Infinity Ward's intent all 
along and it’s fairly effective—at first. | decided 
to stick to my morals and not fire a single-shot 
in the airport itself but once we got outside and 
the airport SWAT team arrived, | decided on an- 
other ploy: | would shoot but | would purposefully 
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Much like Call of Duty 4: Modern Warfare, a nuclear explosion rocks the globe, but it’s far less 
shocking than the events that precede it. 


The controversy surrounding the now infamous airport level unfortunately takes the focus away 
some of the more interesting aspects of the game, including the “American Invasion” angle. 


another red flag: without any consequences, why 
bother even challenging the player’s morals? The 
lack of pressure to act decisively one way or the 
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[hada oun in my hands — had peers SO o completely sind 
utterly shaken from my tree by the initial shock ofit all 
that] didnt even think to pull the trigger. | 
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miss. This would allow me to maintain cover with- 
out spilling any blood. Unfortunately, | hit a design 
flaw that wouldn't let me stick to this strategy: ata 
certain point, it became painfully obvious that the 
mission couldn’t proceed until we had cleared the 
area of enemies, something the Al couldn’t seem 
to handle on its own. After waiting behind cover, 
| finally broke down and cleared the area myself, 
simply to move things along; it was a disappoint- 
ing break of the scene’s tension to say the least. 

| later confirmed with my Activision contact 
that you could indeed play through the entire level 
without once firing your gun, but that raised yet 


other ultimately renders the tension meaningless; 
it would have been even more interesting if, at a 
critical moment, one of the terrorists had turned in 
my direction and gestured with his head towards 
a cornered civilian, as if to say, “You kill this one.” 

It’s a cliched device used by countless mov- 
ies and TV shows but it, or some other alterna- 
tive, would have worked to literally put me in a 
life-and-death situation: do | pull the trigger or do 
| refuse? However, there is no moment of reckon- 
ing: the members of the terrorist cell you've infil- 
trated barely even look at you during the course 
of the rampage. The level slowly progresses and 


comes to a climactic and logical conclusion but 
there was so much potential for more missions of 
this type later on that it’s a shame it wasn't fully 
mined for all its worth. The tension of having to 
walk the tightrope between staying true to your 
mission versus your own morality was there but it 
wasn’t touched upon in the level itself, nor was it 
carried through to the rest of the game. 

The airport level still stuck with me long after 
my time with Modern Warfare 2 had ended and it 
affected me in ways that few video games have 
before and yet, | can’t help but wonder “what 
could have been.” Infinity Ward opened up a Pan- 
dora’s Box of possibilities but just as the won- 
ders trapped inside were about to leap out, they 
slammed the lid shut. And yet, it remains a fas- 
cinating piece of video game narrative, one that 
will hopefully still reverberate with the commu- 
nity long after the controversy it sparked has died 
down. | can only hope that game designers will 
pick up the loose threads that it created and find 
a way to tie them all together into something that 
builds upon Infinity Ward’s brazen shot across our 
collective bows.—Tae K. Kim 


Unlike the original, Assassin’s Creed || sees the hero teaming up with other characters for 
a variety of tasks, from simple combat, to more elaborate surveillance missions. 


ASSASSIN’S CREED I 


Ubisoft's sequel is a beautifully paced epic, and a dramatic improvement over the original. 


econds after Ezio deals the killing blow to 
one of his despicable and deserving targets 
in Ubisoft’s highly anticipated sequel, the 
action stops, the surroundings are peeled away, 
and the focus shifts entirely to a scene of the 
hunter and his prey. The brief but poignant scene 
plays out against a stark, white background and 
the camera moves around to look up at the hero as 
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Though there’s plenty of dramatic build-up to the flight in Leonardo da Vinci's glider, 


he cradles his victim in his arms, quietly uttering 
the last rites in Latin. It’s moments like these that 
reveal the real beauty of Assassin’s Creed Il. For all 
its pomp and Renaissance-themed grandeur, the 
game's true artistry is revealed in its tiny details, 
and in its creators’ willingness to turn the focus 
away from the sheer scale of the thing, and allow 
individual brief moments to really shine. 
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the climactic 


scene is satisfyingly brief. It plays like a two-minute, beautifully realized Pilotwings level. 


Though the story is truly epic, and weaves its 
fiction in and out of a variety of complex histori- 
cal narratives, the real tale here is that of Ezio. In- 
troduced as a young, carefree noble, oblivious to 
the political machinations unraveling around him, 
and equally blind to his family’s involvement, he is 
quickly drawn into a life with which he, and by as- 
sociation the player, is almost entirely uncomfort- 
able. Unlike Altair, the medieval crusader from the 
Original Assassin’s Creed, Ezio is a sympathetic 
character, clearly designed to draw the player into 
the narrative. Far from just a white-robed angel 
of death with superhuman skills, he is a far more 
believable hero thrust into a situation where he is 
very clearly in over his head. It’s clear that the team 
at Ubisoft has learned a thing or two from Naughty 
Dog's success with Uncharted’s Nathan Drake, as 
Ezio is noticeably cut from the same cloth. He’s 
charming, witty, and comically self-deprecating— 


Ezio can employ an architect to renovate the walled town of 
Monteriggioni and generate revenue by taxing their services. 


at least to start with anyway. It’s not just his dia- 
logue either, which is confidently delivered with a 
smoldering Italian accent by accomplished voice 
actor Roger Craig Smith (previously the voice of 
Chris Redfield in Resident Evil 5, though curiously 
not an actor used in the first game) it’s also his 
presence and body language. While nearly all of 
the characters found throughout the game are 
wiry, gaunt looking creatures with tired looking 
faces and vacant eyes, Ezio is noticeably more ex- 
pressive. Throughout the story’s numerous con- 
versational exchanges, whether its with flirtatious 
courtesans, Florentine nobility or his friend Leon- 
ardo da Vinci, Ezio’s features are extravagantly an- 
imated and the energy of these scenes is all the 
better for it. 


dwells on its set pieces, or wallows in its own op- 
ulence. The most spectacular scenes are typically 
the game’s shortest, with some building for hours 
before a pay-off that can be measured in seconds, 
rather than minutes. Perhaps its a response to the 
negative feedback poured upon the original for 
being repetitive and (some would say) boring, but 
while the primary narrative path is always clearly 
marked, available distractions are many, varied, 
and introduced in a way that they can be enjoyed 
simultaneously. 

The game is still primarily driven by a se- 
ries of assassinations, but there is no longer a 
sense of repetitively grinding through a se- 
quence of intel gathering subquests be- 
fore moving if for the kill. Creed II is far 


The most spectacular scenes are typically the 
games Shortest, with some building for hours 
before a pay-off that can be measured in sec- 


onds, rather than minutes. 
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If there’s one thing that Assassin’s Creed II 
does particularly well, it’s pacing. Whether it’s 
these poignant or amusing conversational set- 
pieces, or the way the story unfolds through a va- 
riety of different challenges, there’s never a sense 
of any kind of grind. While Eidos’ excellent, and 
quite similar Batman: Arkham Asylum success- 
fully achieved the same effect by queuing up se- 
quences of complimentary tests, Creed II is far 
less contrived and considerably more elegant in 
its execution. Though divided into distinct acts 
(known as “sequences” in the game’s parlance) 
the game offers the player a huge range of choices 
throughout, and shares much of its structure with 
other open-world games like InFamous or Grand 
Theft Auto IV. Unlike these games though, it never 


more reliant on its complex conspiracy story than 
the original, and the accumulation of knowledge is 
as much about story and character development 
as it is about dealing that killing blow. There’s still 
a reliance on open-world game conventions, like 
“follow the bad guys, but keep your distance” and 
“eliminate ‘X’ number of guards and then come 
back here” but they never seem tedious because 
they're all kept mercifully brief. 

The game’s reliance on collectible items for its 
side-quests seems quite laughable at first, how- 
ever. Feathers, treasure boxes, wanted posters, 
and “viewpoints” are indicated as possible di- 
versions within the game’s first couple of hours, 
and these are later joined by a completist frenzy 
of weapons, armor, paintings, maps, codex pages, 
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and clothing. By the game’s halfway point you can 
also “collect” real estate and businesses to gener- 
ate revenue (in a nod to Grand Theft Auto) and a 
larger, more structured fetch-quest is introduced 
in the shape of six seals that are required to un- 
lock a vault containing Altair’s 12th century armor. 
Layered on top of all of this, of course, is the fact 
that none of it is real. You're not really Ezio, you’re 
really Desmond Miles, a 21st century bartender 
hooked up to a supercomputer that’s cataloging 
memories from deep within his DNA. You’re a de- 
scendant of both Ezio and his forebear Altair, and 
you're simply tapping into these genetic memo- 
ries to try and unravel a modern day conspiracy. 
It’s this additional layer, however, that makes the 
fetch-quests far more bearable. The sundry items, 
like the feathers and treasure boxes, are placed 
throughout the game’s four primary locations 
of Florence, Tuscany, Monteriggioni, and Ven- 
ice. Their job, to all intents and purposes, is sim- 
ply to encourage thorough exploration. You don’t 
need to collect them at all if you don’t want to, but 
each has a purpose that makes them far more at- 
tractive. The 330 available treasure boxes, for 
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example, each contain large sums of cash. The 
wanted posters, on the other hand, are directly 
linked to Ezio’s infamy. The more notorious he is, 
the more the guards chase after him—so if you 
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and provides more context for the events that 
are unfolding. As a motivator it’s particularly ef- 
fective, especially as there’s a liberal dose of fact 
mixed in with all that fiction. 
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Few games so deftly balance the contrasting qualities 
achieved here. It's at once both epic and intimate, earnest 


and lighthearted. 
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tear down the wanted posters, the population is 
less likely to know who he is. Obviously this con- 
ceit is utterly broken by the fact that Ezio is far 
from inconspicuous with his white hood, flow- 
ing cape, and arsenal of weaponry, but at least the 
mechanic is sound. 

As you explore the cities further, and unravel 
more and more of their secrets, the supercom- 
puter (called the Animus) that Desmond is jacked 
into is cataloging more and more information 
about the people and places he encounters. As 
you collect more, the game offers up more data 


Ezio can call upon courtesans, thieves or mercenaries to help him distract 
the guards and progress without having to start a bloody fight. 


Of all the fetch-quests, it’s those six seals that 
have the most dramatic effect on the experience. 
While everything else takes place in the streets 
and on the rooftops of the game’s lovingly-ren- 
dered cities, these seals are hidden within what 
are, essentially, the game’s “dungeon quests.” In 
a nod to what could no doubt be the source mate- 
rial for a half-dozen sequels, each of the seals are 
hidden within the burial chambers of six great as- 
sassin’s guild members from throughout history. 
To get to the sarcophagi themselves, Ezio is faced 
with a very different set of challenges. Whereas 
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the city streets offer up combat tests, and ba- 
sic climbing and jumping challenges, these inte- 
rior locations are far more puzzle-focused. Early 
on, they are little more than simple pathfinding 
puzzles that encourage spatial reasoning skills 
and environmental awareness. Later the chal- 
lenges expand into epic, multi-part climbing puz- 
zles that have the added modifier of being against 
the clock. 

Of note is the challenge flagged as “the riddle” 
of Basilica San Marco, which if you know your Byz- 
antine architecture is the cathedral church of Ven- 
ice. The “riddle” concerns the location of the tomb 
in which the seal can be found. In order to solve 
it, EzZio must embark on a four-part environment 
puzzle around the cathedral’s opulent fixtures in 
order to manipulate a mosaic in such a way that 
it opens a doorway to the secret crypt. While it’s 
a beautifully crafted puzzle sequence, the real 
drama is that it builds tension in a way not pres- 
ent inthe rest of the game. Gone is the reliance on 
the fear of discovery, or the need for sharp combat 
abilities, and instead there’s a need for accuracy, 
speed, and competent pathfinding skills. 


Again, it’s the pacing that makes the experi- 
ence magical. Every challenge, fight, quest, or 
puzzle is densely packed, tightly choreographed, 
and pleasantly bookended by performances from 
the excellent cast that brings both humor and 
credibility to the well-written script. None of the 
scenes drag out too long, and the player must 
never suffer any lengthy monologues to get a 
sense of the complex political maneuvers that 
the game is trying to convey. The writers should 
also be commended for preventing the script from 
ever descending into melodrama. As Ezio’s story 
evolves from one of personal revenge to that of 
murky political conspiracy, it does so with a con- 
sistent temperament and even an occasional joke. 
Playing on all of the heavy Italian accents through- 
out, the writers even make room for a beautifully- 
timed “it’s-a-me! Mario!” joke too. 

Although millions of people bought the first 
Assassin‘s Creed, few would contend that it was 
without fault. It started well, and had a thrilling, if 
somewhat mystifying conclusion, but it suffered 
from a drawn-out, badly-paced and repetitive 
core that disappointed many. The sequel picks up 


The game’s interior locations are all large-scale spatial reasoning puzzles that rely 
on the player’s ability to understand the environment and find a path through it. 


immediately after the events of the original and 
promptly settles into an improved and solid gait 
that it maintains throughout. Few games so deftly 
balance the contrasting qualities achieved here. 
It's at once both epic and intimate, earnest and 
lighthearted. The scale of it is truly magnificent, 
but often its largest and most moving moments 
come from the smallest and most carefully com- 
posed scenes.—John Davison 


oF writing, voice acting, and 

ame Il come together in a fantastic ex- 

srience that builds upon the epic scope of the 
original Assassin’s Creed. 


| CONS: There is very little to complain about; 
the game truly is that good. 


The amount of depth found in Dragon Age’s character creation is absolutely 
astounding; you can literally spend hours just creating your virtual avatar. 


DRAGON AGE: ORIGINS 


BioWare crafts yet another unbelievable fantasy world with their latest epic 


[rsa [xox 260 [Po 
remember rushing home from the Woodlands 
Mall in the winter of 1998, a saran-wrapped 
jewel case of Baldur’s Gate plucked from the 

cluttered shelves of Electronic Boutique clutched 

tightly to my chest. I’d spend the following several 
months visiting my dad’s house every weekend 
only to take advantage of his blazing fast 233 MHz 

PC as | furthered my quest to restore peace to the 

Sea of Swords. Fast forward to the modern day and 

| can’t help but hesitate before | slip the Dragon Age 

DVD into my monolithic iBuyPower gaming PC. 


Morrigan is a witch in every sense of the word, but her magical 
abilities are indisputably some of the best in the game. 


My only real exposure to the title was a Mar- 
ilyn Manson-infused trailer at Microsoft's over- 
crowded E3 press conference; my mind was 
preoccupied by a lack of sleep and my stom- 
ach’s refusal of an overpriced convention burrito. 
With BioWare’s wonderfully epic line of fantasy 
RPG's firmly engraved into my precious, if amaz- 
ingly geeky childhood (I’d once owned, read, and 
re-read the official Baldur’s Gate 2: Shadows of 
Amn novelization, for Bhaal’s sake) there was no 
denying, at least in my mind, Dragon Age: Origins 


Appearance and Voice 
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adventure. - 


had plenty to live up to. But after playing through 
much of Dragon Age, it’s clear BioWare has once 
again struck RPG gold. It’s a fantastic title, one that 
more than lives up to the incredibly high bar the 
company has already set not only for itself but for 
the genre as a whole. 


SECRET ORIGIN 

Dragon Age: Origins begins as many typical West- 
ern role-playing experiences do: with the creation 
of a unique player avatar. Where this would reg- 
ularly consist of flipping through a few pre-set 
character templates, selecting a color palette 
and rounding it all off with a few attributes and 
skill points, Dragon Age asks players to take a 
more personal approach by also selecting an or- 
igin for your character. Oh, sure, we've all done 
that before: you pick an upbringing, get a few bo- 
nus perks depending on the text, and jump into 
the same action that would unfold regardless of 
my background, right? Not quite. Stepping into 
the nimble shoes of a city elf for my initial play- 
through | was soon introduced to the brutality, 
poverty, and discrimination that my pointy-eared 
protagonist was forced to endure on a daily ba- 
sis. Two hours later, | had made close friends, lost 
loved ones, and vowed revenge against the tyran- 
nical rule of those who would dare treat my kind 
like second-class citizens. It was only when | was 
approached by Duncan of the Grey Wardens and 
asked to join the battle against the Darkspawn 
blight did it dawn on me: the game hadn't even 


started yet! BioWare has never been known for 
Sparing expenses when it comes to immersing 
their audience in a unique and engrossing lore, 
and Dragon Age is no exception. 

Ferelden is a living, breathing kingdom packed 
with its own distinct citizens, customs, religions, 
and legends. Even though it may share the same 
“swords, dragons, and dungeons” surface known 
to so many fantasy adventures, Dragon Age: Ori- 
gins sets itself apart from the masses at almost 
every turn as a wholly unique experience with its 
inimitable characters and defining environments. 
From the war-torn refuge of Lothering to the won- 
drous Dwarven city of Orzammar,|was constantly 
taken aback by the attention to detail in the game’s 
impressive architecture and design. Whether it’s 
trekking through sprawling gothic towers or trad- 
ing stories at a cozy pub, every shred of scenery 
contributes to the game’s incredibly rich world, 
especially given the fact you can make such an im- 
pact on it as you progress through the game. 


Not Just A DUNGEON CRAWLER 

Dragon Age: Origins boasts a typical RPG inter- 
face that shouldn't be hard for fans of the genre 
to become accustomed to. The bulk of the game 
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Dragon Age's difficulty curve is frustrating at first, but it makes your 
victories and achievements all the more sweeter in the long run. 


is played from a third-person street view similar 
to that of Knights of the Old Republic, but play- 
ers are also given the option to pull back for a 
more traditional overhead view at any time. Com- 
bat, which makes up a rather large part of Dragon 
Age, is a turn-based affair that allows players to 
jump from each member of their party at will, 
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Ferelden 1S 4 living, breath- 
ing kingdom packed with 
its own distinct citizens, 


customs, religions, and 
legends. 


micro-managing your warriors by assigning spe- 
cific attacks, spells, and buffs to each one. The 
option to pause your battles, rotate the map, and 
better plot out your strategy is a simple but in- 
valuable ability and is even more effective thanks 
to the game’s Tactics options, which allows play- 
ers to set up various rules of engagement for your 
party’s stellar A.l. The camera can get slightly 


Giant spiders, werewolves, Darkspawn Fiends, and, of course, dragons galore 
are just a few of the daunting foes that lie ahead of brave adventurers. 


cluttered during the more hectic battles, and cou- 
pled with the game’s rewarding—yet occasionally 
frustrating—difficulty spikes, | found it incredibly 
important to pay as much attention as humanly 
possible to every minor factor and occurrence in 
my countless skirmishes. While encounters can 
border on the unfair at times, it only makes your 
victories that much more gratifying when you 
decapitate or disembowel a foe with one of the 
game’s delightfully brutal finishers. 

Re-reading what I've written here, | honestly 
feel like I’ve barely scratched the surface of what 
Dragon Age: Origins has to offer, and in a way, I’m 
glad I’m not able to give too much away. Dragon 
Age is aspectacular experience from beginning to 
end, and with an enormous amount of choices to 
make, cities to visit, dungeons to crawl, NPCs to 
interact with, treasure to find, quests to complete, 
and crafts to master, | feel pretty confident in say- 
ing that Dragon Age: Origins is, without a doubt, 
one of the most enjoyable and immersive RPG ex- 
periences I’ve had since my Infinity Engine days. 
BioWare has crafted a spectacular journey with 
Dragon Age, and an unforgettable fantasy realm 
that’s sure to resonate with fantasy and adventure 
fans the world over.—Will Herring 


PROS: Detailed world: amazing story; memo- 
rable characters and party interaction. 


CONS: Frustrating difficulty spikes; slightly 
annoying inventory management; camera 
can get bogged down in the heat of battle. 


CONTINUED 


THE SIX RACES OF 
DRAGON AGE: ORIGINS 


GamePro presents a primer on the movers and shakers of BioWare’s latest RPG masterpiece. 


ioWare didn’t become the forerunners of 

Western RPGs by accident: they achieved 

that lofty status by working hard at their 
craft, something that’s on full display in Dragon 
Age: Origins’ amazing character creation system. 
What sets it apart is the option to choose where 
your custom character comes from; even better, 
your “origin” is more than just a simple side story: 
it’s your actual past and affects everything from 
where you start to how others interact with you. 
With that in mind, we’ve compiled a spoiler-free 
guide to the six core races of Origins in order to 
give you a taste of what this epic adventure has 
in store for you. 


THE City ELF 

Raised in squalor with your pointy-eared breth- 
ren, you've spent your entire life on the bustling 
streets of Fereldin’s capital city, Denerim. While 
you've heard tales of the Dalish elves, an uninhib- 
ited tribe of native elves who long to return to their 
own customs and the legend of elven immortality, 
all you've known growing up are the grimy streets 
and dark alleyways of your lienage. Having coped 
with your status as a second-class citizen, you've 
found your own happiness as a citizen of Fereldin, 
and even better, you're soon to be wed! A bright 
future lies ahead of you and you have the love 
and support of your childhood friend at your side: 
what could possibly go wrong? 


THE DALISH ELF 

Hidden away in the Fereldin forests, you’ve spent 
your youth as a member of a proud tribe of el- 
ven men and women who have escaped human 
persecution and banded together in hopes of re- 
storing their legendary heritage. Upon spotting a 
small group of human thieves, you lead an interro- 
gation on what these round-eared intruders want 
with your forest. You soon discover that the group 
has uncovered some unfamiliar elven ruins over- 
run with mysterious demons that are rumored to 
be overflowing with ancient treasure. Will you 
venture into these strange remains and unlock 
their secrets? 


THE HUMAN NOBLE 

Heralding from a long line of warriors, you've 
grown up under the prestigious banner of the 
Couslands, the esteemed stewards of Highever. 
With your father and your grandfather before him 
battling against the Orlesian Empire, it’s only nat- 
ural that you, too, have taken up the sword. Of 
course, your battle is that of a different nature: in- 
stead of taking up arms against your Orlesian op- 
pressors, you've been enlisted by your father to 
aid his men against the Darkspawn threat. With 
the dire threat of these carnivorous creatures in 
full swing, events take an unexpected turn when 
Duncan of the legendary Grey Wardens shows up 
at your doorstep. 


Faced with the threat of the Darkspawn Blight, discrimination 


may be the last thing the City Elf has to worry about. 


Is the elven legend of immortality within the Dalish Elf’s 
grasp, Or is it just another of Ferelden’s many myths? 


A proud warrior, the Human Noble will give 
his life and his honor to protect his family. 
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THE MAGi's APPRENTICE 

Gifted in the mystic arts from a very young age, 
you've grown up nursing your mysterious talents 
near Lake Calenhad with the enigmatic Circle of 
Magi. With the threat of magical revolution ever 
present, you've been asked to take part in The 
Harrowing, a dangerous ritual practiced under 
the careful watch of the Templar. If you succeed, 
you'll be granted permission to become an offi- 
cial member of the Circle. If you fail, your reward 
is death. You must cross into The Fade, an out- 
landish world that exists between the living and 
the dead to prove yourself, but be careful: cocky 
young magicians are the perfect targets for pos- 
session from vengeful spirits. 


THE DWARVEN COMMONER 


Both a dangerous weapon and an invaluable ally, the Magi 6s Forced to remain underground by the treacherous 


is an individual thoroughly gifted in the mystic arts. — Darkspawn, citizens of the dwarven city of Ozram- 
mar are rarely greeted with daylight. With a strict 


caste system separating the nobles from the com- 
moners, many dwarven citizens live their whole 
lives without interacting with members of oppos- 
ing classes. But you have it worse: born a caste- 
less commoner, you are lower than the lowliest 
beggar and you are indebted body and soul to a 
greedy crime lord. Despite this, you've managed 
to carve out an existence for you and your sister 
but you long for a better life. With the Darkspawn 
menace growing day in and day out and tensions 
rising throughout the dwarven capital it’s only in- 
evitable that you would set your sights on the sur- 
face world for escape. 


THE DWARVEN NOBLE 

Born into royalty, you've spent your childhood as 
the celebrated child of King Endwin. Following 
your appointment to one of Orzammar'’s prized 


Poverty-stricken and casteless, the Dwarf Commoner hopes to a commanders, your father has prepared a bountiful 
find redemption on the surface world with the Grey Wardens. __ ae z | feast in your honor. As the night's events progress 
: ee 2 and the wine starts to flow, you witness firsthand 
the political turmoil which has infected your peo- 
ple and as you venture out the next day on your 
newly inherited task of battling the Darkspawn, 
your mind cannot help but turn to thoughts of your 
casteless brothers who toil on the surface. 


Will the Dwarf Noble be a benevolent leader or a power 
hungry tyrant? The choice, as they say, is yours. 


Eddie’s trusty Roadie peers excel in stealth, and are invaluable 
in dismantling your enemy's bases in the game’s Stage Battles. 


BRUTAL LEGEND 


Raise your lighters and celebrate Double Fine’s metal-infused rock opera. 


rutal Legend is an utterly unique game with 

astonishing and imaginative environments 

for which developer Double Fine and head 
honcho Tim Schaefer is renowned. Wonderfully 
zany wildlife inhabits the game’s inspired cliffs and 
canyons, with delightfully twisted architecture as- 
sembled across its rolling landscape. Boasting 
stellar art direction and an expertly crafted world, 
Brutal Legend is, without a doubt, one of the most 
innovative titles I’ve ever played. If | could judge 


this game based solely on the big goofy smile 
painted across my face in reaction to its wit and 
pioneering appeal, Brutal Legend would easily get 
a perfect score, but there’s quite a bit more to this 
game than its inherent charm. This is both a good 
and a bad thing. 


BACKSTAGE PASS 
Brutal Legend is the story of roadie extraordinaire 
Eddie Riggs, a jaded stagehand with ninja-esqué 


Brutal Legend’s environments practically pop off of the screen, 
with inventive character designs and attitude to spare. 


abilities and indomitable musical prowess. After a 
lifetime of tuning guitars and building sets for the 
forefathers of rock, Eddie is now forced to babysit 
obnoxious hipster imposters as they butcher the 
essence of the heavy metal music he loves. Cue 
an unfortunate onstage mishap that awakens the 
fire demon dwelling in Eddie’s belt buckle (go fig- 
ure), subsequently transporting the hard-rocking 
roadie to a mystical world of magic, mayhem, and 
metal. Stranded in a hellishly war-torn—yet un- 
disputedly cool—landscape, Eddie joins forces 
with Lars Halford and his rag-tag gang of head- 
banging freedom fighters as they rise up in rebel- 
lion against the sinister Emperor Doviculus and 
his glam rocker General Lionwhyte. The game 
doesn’t lack heart or imagination. 


WE ARE THE ROAD CREW 

With a focus on open-world exploration, plenty 
of unique missions await Eddie as he treks across 
its face-melting fagade, ranging from delivery 
missions (transport booze from the Sacred Beer 
Tree) to outright destruction (help an inept can- 
noneer blast Doviculus’ minions to kingdom 
come). There’s great variety in Eddie’s antics, but 
one can't help but feel you're occasionally doing 
the same thing over and over again, albeit un- 
der different pretenses. For instance, ambush 
and defense missions inevitably turn into mind- 
less hack-n-slash escapades or repetitively drive 
the Deuce (Eddie’s souped up ride) from point A 
to point B. 


Use Eddie’s Battle Cry solo to rally your troops and lead your lronheade army to victory! 


Eddie’s axe is upgradable, and can be decked out with fire, lighting, and other neat (and deadly) perks. 


Thankfully, the redundancy is broken up nicely 
by the game’s open-world exploration that urges 
players to locate various creatures and relics to 
earn some interesting extras. Each mission com- 
pleted or extra discovered grants Eddie a number 
of Fire Tributes, that allow the player to visit the 
Guardian of Metal in the mystical Motor Forge, 
where they can upgrade their arsenal of attacks 
and add any number of modifications to their 
trusty car. These vast customization options urge 
players to immerse themselves in Eddie’s richly 
detailed world. 

The game’s core missions revolve around Ed- 
die hacking-n-slashing everything in sight early 
on, but soon delve into the more strategy ori- 
ented Stage Battles. This consists of building and 


manning an army as you feed off of the energy of 
your fans. It’s certainly an interesting feature, spe- 
cifically when implemented into Brutal Legend’s 
massive multiplayer, but like so many aspects 
of the game, it feels a bit clunky and unpolished. 
Character models awkwardly interact with each 
other throughout, and some unfortunate techni- 
cal issues (chiefly slowdown, clipping, and tex- 
ture popping) really took me out of the experience 
on occasion. Clunky handling on the Deuce’s part 
made me dread occasional driving missions, and 
the overall lack of polish is enough to turn impa- 
tient players away from the game’s overall im- 
mersion. Many of these issues are indeed minor 
annoyances, but with some extra time Brutal Leg- 
end could have been tweaked to perfection. As it 
is, Double Fine’s latest is certainly an entertain- 
ing and enjoyable title, but its numerous bugs and 
quirks keep it from achieving rock-god status. 


METAL ON METAL 


One of the most important and grating aspects of 
Brutal Legend is the audio. With an amazing as- 
sortment of heavy metal prodigies populating 
the soundtrack, the game’s range of head-bang- 
ing tunes is an absolute joy. Using the Mouth of 
Metal found in the Deuce, players can form their 


own playlists featuring just about everything from 
Sabbath to Motorhead, and jump from song to 
song at their leisure. The game’s voice acting is 
another high point, with Hollywood heavyweights 
Jack Black and Tim Curry joined by hard-rocking 
legends Lemmy Kilmister, Ozzy Osbourne, and 
others. Throw in Schafer’s trademark wit for good 
measure and you've got a fantastic and unfor- 
gettable script performed by an all-star cast. So 
where does the “grating” part of this come in? The 
game’s unimpressive sound effects—in many in- 
stances, they’re just plain bad. The “thunks” of Ed- 
die’s axes and spurts of enemy blood come off like 
throwaway stock sound effects, most noticeably 
during the game’s many cutscenes. 

Visually, Brutal Legend is impressive. It 
doesn’t sport next-gen effects like those in, say, 
Uncharted 2, but the game’s personality really 
comes through. From the crackling lighting on 
Eddie’s flying V, to the gaudy amount of make- 
up caked onto General Lionwhyte’s face, you 
feel like you're a part of Brutal Legend's inventive 
and often insane world. Occasionally, players are 
bound to come across some murky textures or a 
few graphical glitches, but the moment they find 
themselves flying through a swarm of Spark Plug 
Bugs after blazing over a cracked canyon via an 
off-road ramp, they’re bound to look past these 
minor hiccups. 


ENCORE! ENCORE! 


Brutal Legend is a fun game with some unfor- 
tunate flaws and less-than-stellar presentation, 
but it's a memorable adventure for any aspiring 
roadie. lt comes pre-packaged with issues, quirks, 
and bugs, but all the near-misses in the world 
can’t take the fun out of this inspired adventure. 
While Brutal Legend may not sit atop heavy metal 
as its undisputed ruler, it’s unquestionably a blast 
while it lasts and certainly deserving of an encore. 
—Will Herring 


PROS: Unprecedented imagination; amazing 
soundtrack; exploring the sandbox world. 


CONS: Poor presentation; occasionally unpol- 
ished gameplay; low-quality sound effects. 


‘While it offers a good single-player experience, Borderlands is 
best when you have four players heading into battle together. 


BORDERLANDS 
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Welcome to Pandora, where the single-player suffers for the greater good. 


n my way to fight a hulking maniac called 

Sledge, one of Borderlands’ boss baddies, 

a bandit’s arm is ripped from his shoulder 
by my pet bird; my explode-on-impact grenade 
turns a frightening trio of “midget psychos” into 
spaghetti sauce; and my acid rounds disintegrate 
a steroid-pumping, shotgun-wielding thug. | ama 
badass. Borderlands is badass. The grueling, un- 
fair fight with Sledge? Less so. 


LONELY PLANET 


See, the encounter with Sledge, and the small side- 
quests leading up to him, made one thing very 
clear to me: Borderlands is built with multiplayer 
in mind, and since none of my friends are online 
to help me out, I’m taking him on solo. But each 
enemy encounter is so obviously multiplayer ori- 
ented, it takes away from the single-player expe- 
rience. Each battle presents you with numerous 


| Borderlands does a great job of melding first-person shooter gameplay 
with a satisfying RPG system that doesn’t bog down the action. 


tactically advantageous positions to exploit, one 
for each of the game’s four characters. The 
sniper Mordecai has plenty of vantage points to 
take shots from; side routes let the sneaky Lilith 
slip by undetected before blowing baddies to 
bits; Roland’s heavy gunning is protected be- 
hind plenty of cover; and Brick’s fists efficiently 
clean any up-close-and-personal clocks. Rolling 
around the open areas as a lone wolf is certainly 
enjoyable—solitude accentuates the tension of 
dangerous situations, especially when you can 
hear the phenomenal soundtrack instead of your 
raucous pals—but it’s just not the best way to play. 
With nobody to cover your flank and no one to pull 
you out of the muck when you run into trouble, the 
single-player mode becomes a lonely experience. 


DING! 

But despite its intimidating, pseudo-open-ended 
scope, Borderlands is expertly controlled. It’s a 
first-person shooter mashed with a role-playing 
game, and it aces both genres without sacrificing 
anything on either end. It even manages to sneak in 
a few of its massively multiplayer RPG-influences 
with similarly structured fetch-quests that are bro- 
ken up into fast-paced, instance-like experiences. 
Naturally, this means loads of leveling and loot. To 
streamline the madness of fighting for cash and 
experience points, Borderlands brilliantly awards 
everyone in the party an equal amount without cut- 
ting anyone short. Your 250 XP kill earns everyone 


GENRE. 


The post-apocolyptic world of Borderlands is home to many strange creatures, like the 
feral Skag. They go down fairly easy but they also hunt in packs, so watch your back. 


250 XP; when | find $50, everyone gets $50. And 
because awesome guns, grenade modifiers, and 
class-specific equipment dropped so regularly, | 
was never at odds with my allies over who should 
get what—we’d all get to tinker with new toys or sell 
our sweet finds sooner rather than later. 

Everything fell into place perfectly based on 
our agreed roles and there’s an addictive quality 
here that’s on par with Diablo, where the constant 
promise of new doodads and skill tree bonuses 
were enough incentive to keep you up way too 
late. The back of the box brags about “Bazillions” 
of guns to discover, and given the visual and sta- 
tistical variety of each weapon | stumbled across, 
I'm not willing to challenge Gearbox’s hyperbolic 
chest-beating just yet. 


THE THRILL OF THE HUNT 
When you can get a full party going, Border- 
lands begins to shine; it’s one of those games 


that’s chock-full of moments that you'll lovingly 
recount later. Each online experience is made 
memorable by fun things like smashing into 
each other with two rocket-mounted buggies, 
periodically punching your friend to instigate a 
duel, and reviving him later amidst a fight you 
can’t win without him. These moments jive per- 
fectly with the tone of the game, which is sur- 
prisingly jovial considering the post-apocalyptic 
theme. The incredible comic-book art style is a 
significant factor, with the thick black lines and 
bright colors breathing a surprising amount of 
life into an otherwise bleak setting. Watching 
the nipple-pierced torso of a goalie mask-wear- 
ing psycho tumble away from its blood-geyser 
legs was so silly that | couldn’t help but giggle 
at the absurdity. | got an extra kick out of a lot of 
the game’s goofy characters as well: T. K. Baha 
is a perfectly loony farmer; the singing, danc- 
ing, and periodically profane Claptrap robot is 


adorable; and Dr. Zed’s a wildly unprofessional 
(and unlicensed) medic. 

Don’t expect these quest-givers to contribute 
much of a narrative, though. Feuding brothers, au- 
dio journals, and missing people are interesting 
objectives, but | played the side-missions to boost 
a few levels, not deepen my knowledge of the 
‘verse. Despite my disdain for grinding in RPG’s 
| found myself enjoying the occasional assassina- 
tion or camp raid because of the satisfaction that 
comes with leveling up and helping out your buds. 
Just be sure to adhere to each mission’s level rec- 
ommendation or you'll find yourself at the wrong 
end of a losing battle. 


LET’s Do THAT AGAIN! 

There’s no doubt Borderlands has its faults but ev- 
erything that exists around those sticky spots is 
incredible. The fun | had with the rock-solid gun- 
play and extensive role-playing elements was 
considerably amplified by each additional player. 
Borderlands is an absolute blast that I'll go back to 
again and again, even if my friends aren’t around 
to help out. Considering how great of a time | had 
in Pandora, though, | expect they'll be around for 
a while too.— Mitchell Dyer 


outstanding. 


CONS: Single-player ‘suffers from co-op fo- 
cus; interesting story feels a tad shallow. 


cting, and many 


thrills, Uncharted 2 is a terrific title that every PS3 owner should experience. 


UNCHARTED 2: 
AMONG THIEVES 


We take a second look at the blockbuster PS3 adventure. 


ue to conflicting deadlines and schedules, | 

wasn't able to review Uncharted 2: Among 

Thieves in our November or December is- 
sues, which is why you're reading this now, almost 
two months after the game’s release. Normally, | 
wouldn't bother reserving space for a game this 
“old” in our magazine. I’m talking in relative terms, 
of course, because in our industry, two months is 
an eternity and most people will have moved onto 
other games when this issue hits newstands. 

Still, Uncharted 2 is one of those games that 
deserves to be talked about long after its release, 
but rather than rehash my review, which you can 
find on GamePro.com, | thought I’d use this space 
to talk about the things that immediately come to 
mind when | think back on the game. Hopefully, 
it'll give you another level of insight into what the 
game has to offer, and if you haven’t experienced 
it, | highly suggest you do because chances are, 
you'll walk away with some lasting memories of 
your own. 


THE VOICE ACTING 

It says a lot about the game’s writers and voice ac- 
tors that! mention this first, but! have to tip my hat 
to everyone involved in making the game’s char- 
acters so memorable. While | found the story to 


be just a tad hokey, the interactions between the 
characters were spot-on. If | had to give an award 
in this category, Uncharted 2’s cast would just 
barely lose to Mark Hamill’s Joker from Arkham 
Asylum...but it’d be close. 


THE TRAIN LEVEL (THE SECOND ONE) 
There are tons of memorable “holy crap” mo- 
ments in Uncharted 2, but my favorite was the 
second train level as it encompasses everything 
that’s right about the game: there’s a terrific sense 
of variety to your actions and the gun fights are 
fast and furious. One minute you're wedged up 
against a wall trading gun fire with goons and 
the next, you're atop the speeding train clinging 
for dear life. And just when you thought things 
couldn't get more intense, a helicopter gunship 
shows up and starts shooting rockets at you. Ina 
word: awesome. 


THE EYE CANDY 

Visually speaking, Uncharted 2 is one of the better 
games I've played so far and it helps that it travels 
to so many exotic locales, which allowed Naughty 
Dog to do a lot of interesting things with the level 
design. | keep thinking of palm trees and dense 
jungles, but | also remember things like climbing 


around snow-capped mountains and sneaking 
through in an urban war zone. 


THE FLAWS 

| didn’t have a lot of complaints about Uncharted 
2 but | hated having to press A to pick up ammo 
and switch weapons. The platforming was also 
too easy and a couple of battles suffered due to 
balancing issues. But these little imperfections 
can't ruin what is, in my mind, one of the best ac- 
tion experiences the PlayStation 3 has to offer. 
—Tae K. Kim 


PROS: it’s a terrifi me that every PS3 owner | 
should own; a true blockbuster in every sense 
of the word. a 


CONS: Small flaws do crop up from time to 
time but overall, the game is a winner from 
beginning to end. 


VISIT: 
WWW.GAMEPRO.COM/MAGSURVEYAW 
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‘Watch your aim when trying to free your partner from the clutches 
of an enemy zombie; you want to help them, not hurt them. 


RESIDENT EVIL: . 
THE DARKSIDE CHRONICLES § 


It proves that nostalgia can only take you so far. 


he Darkside Chronicles had me excited since 

the announcement of the title but little did | 

know that it would ultimately be like play- 
ing the video game equivalent of The Blair Witch 
Project: It has a low-budget home movie feel that 
it can’t quite shake. Like its sibling The Umbrella 
Chronicles, Darkside is a rail-shooter re-living 
Resident Evil stories of the past and places more 
emphasis on shooting than thinking. 


IT SMELLS LIKE A BATTLEFIELD 


Darkside revisits areas from Code: Veronica and 
Resident Evil 2 and also features a new side story 
involving Leon Kennedy and RE4 baddie Jack 
Krauser. The three storylines are interconnected 
beautifully, with the action moving smoothly from 
Leon and Krauser’s missions in South America to 
Raccoon City and the events of Resident Evil 2 
then back to the Code: Veronica tie-in with Chris 
and Claire Redfield. But as much as | enjoyed re- 
visiting tales of Resident Evil’s past, no amount of 
nostalgia can make up for the sketchy mechanics 
that underlie Darkside’s gameplay. 

A handful of issues drag this “could have 
been a contender” game down from its potential 
heights. The camera constantly works against you 
at every turn, making it difficult to rain down bul- 


lets on enemies with any sort of effectiveness. Ev- 
ery boss encounter also devolves into a frustrating 
treadmill where you shoot the hell out of the bad 
guy until his life bar is exhausted only to see him 
disappear and return with full health. To top off the 
downward spiral, there’s a surprisingly low vol- 
ume of enemies thrown in your path, which makes 
for less than a challenge and the weapon selection 
definitely leaves something to be desired. 


DiD WE KILL IT? 


Darkside’s saving grace is its beautiful presenta- 
tion. Although you circle the same handful of ar- 
eas throughout the chapters, the attention to detail 
present in each set piece prevents it from becom- 
ing too big of an issue. The cut scenes also shine 
with memorable moments such as a sequence 
when Leon and Krauser find Manuela, a Veronica- 
Virus infected young woman who is singing to a 
mutated creature in an abandoned church. 

The pure campiness of the game’s dialogue 
also holds some entertainment value: Resident 
Evil has always suffered from B-movie horror film 
schlock and fans of the franchise will appreciate 
just how much of the game’s story has turned 
into an insider joke. | should also note the game 
performs much better when experienced with a 


partner—fighting zombies is always best as a 
group activity—but even these highlights can’t 
fully compensate for what is an overall poor ef- 
fort. Issues like a wonky camera and cheap bosses 
are momentum killers, turning what could have 
been an enjoyable romp through Resident Evil his- 
tory into a lackluster spinoff. 

If you absolutely loved Umbrella Chronicles 
and know the Resident Evil series by heart, you 
might extract enough fun out of Darkside to make 
it worth your while; otherwise, you can safely pass 
this one by.—Heather Bartron 
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The new dynamic split-screen feature can be a little unwieldy but it makes it 
possible for co-op players to venture away from their partners at times. 


LEGO INDIANA JONES 2: 
THE ADVENTURE CONTINUES &% 


“We named the dog Indiana!” 


ike a master Lego builder turning ordinary 

colored blocks into magical creations, Travel- 

ler’s Tales has built the recent series of movie 
and character-based Lego titles into something 
special and rare: licensed adventures that respect 
our nostalgia and love for the source material 
while also being pretty darn fun to play. Lego In- 
diana Jones 2: The Adventure Continues certainly 
maintains this winning aesthetic, but just as craft- 
ing the same Lego sculptures repeatedly loses its 
appeal, playing yet another familiar blocky adven- 
ture feels tired and old. 


WuiPp It GooD 


The Adventure Continues casts a large focus on 
2008's Kingdom of the Crystal Skull, devoting half 
of the total adventure to that film while dividing 
the rest of the missions up between the first three 
flicks to offer fresh content for those who whipped 
(pun intended) through the first game. 

Aside from a few small upgrades and improve- 
ments (you can now aim Indy’s whip and thrown 
items), you'll find a very similar approach to that of 
previous licensed Lego titles. As minifig versions 
of each film’s characters, you'll run around busting 
up enemies and set pieces built from virtual Lego 
blocks, as well as solve puzzles and occasionally 
commandeer vehicles. Large, open hub worlds for 


each mini-campaign open the game up even fur- 
ther, though, allowing for exploration and access 
to scads of unlockables and bonus missions. 
Amusing cut-scenes and recreations of fa- 
miliar scenarios add a lot of charm to the experi- 
ence, as expected, but with very similar missions 
and | AISINGS 3 as prawitus wa Games, playing 


The lack of online function- 
ality more clearly damages 
the game's big new feature: 

the Creator mode. 


solo can often feel like a monotonous grind. Luck- 
ily, Lego Indiana Jones 2 makes it easier than ever 
to play with a local pal, thanks to a dynamic split- 
screen feature that kicks in when players are a 
certain distance apart. It can confuse and create 
tough camera angles during driving missions, but 
ultimately improves the experience. 


PLAY! CREATE! SHARE? 

Inexcusably, the game omits online co-op, but the 
lack of online functionality more clearly damages 
the game’s big new feature: the Creator mode. The 
easy-to-use level editor is the star here, which lets 


elie a 


you build playable 3D stages from scratch, though 
you can also customize minifigs and assemble 
your own adventures. Yet, sans online support, the 
potential for sharing your work with a thriving com- 
munity of creators a la LittleBigPlanet is wasted. 

It’s still fun to play around and create your own 
scenarios, but until the Creator mode is unshack- 
led from the confines of your living room, it’s sim- 
ply a good idea that awaits complete realization. 
Similarly, Lego Indiana Jones 2 remains an enjoy- 
able family/co-op experience, but it’s hard to not 
want greater things from the series at this point. 
—Andrew Hayward 
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‘sible eater dynamic split-screen feature; 
toads of bonus levels. — 


CONS: No online play or level sharing; play- 
ing alone is a grind; frequent loading screens; 
franchise needs some new tricks. 
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It won't make challenge Forza Motorsport 3 or Gran Turismo 5 in the 
realism department but Nitro does offer up a fun arcade experience. 


NEED FOR SPEED: NITRO 


A surprisingly fun racer that’s squarely aimed at casual fans. 


dreaded my first race in Need for Speed: Ni- 

tro because | couldn’t think of a more inconve- 

nient way to drive than pointing the Wii remote 
forward and tilting it side to side, especially in a 
balls-to-the-wall arcade racer. The “street” imag- 
ery—ridiculous car mods and an uncomfortable 
amount of bling—didn’t lift my spirits either. Then 
something happened as | started playing. There's 
a CO-Op career mode? It plays like Mario Kart with 
cops? | can paint profanity on the side of my Volk- 
swagen van? Word, dawg. Word. 


HOT PURSUIT 

So | was obviously a little sideswiped by what the 
game actually had to offer—to paraphrase an old 
quote, don’t judge a game by its cover—but some- 
thing else that blindsided me was the killer sense 
of speed. Dropping behind the wheel of a Charger 
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or Cobra for a quick race was immediately satis- 
fying and while Nitro definitely suffers from low- 
res car models and building textures, that doesn’t 
stop the game from feeling frighteningly fast. 
Recklessly smashing my way across the streets of 
Rio de Janeiro at top speed had me giggling like a 
school girl and nabbing power-up items along the 
way made it even more enjoyable. There’s nothing 
quite like sicking an aggressive Hummer highway 
patrol on your opponents or boosting into the lead 
after perfectly timing a turbo tank-repair power- 
up. Even losing holds some enjoyment because 
you're respawned as a cop if you get knocked 
out of an elimination match, which gives you the 
chance at some sweet vehicular revenge. 


WHIPLASH 

But the best parts of Nitro come into view when 
you pull your pals into your career mode. You can 
tackle all of the events cooperatively and engage 
in post-race activities like painting and tweaking 
your cars. Helping each other earn stars to un- 
lock new events, cars, and aesthetic upgrades 
is a satisfying way to progress. Sadly, this is the 
only way you should play Nitro: | was having so 
much fun cooperatively and competitively that it 
disguised how hollow the arcade-racer really is. 
It’s a middling single-player experience that boils 
down to a disappointing checklist of drag racing, 
team-based races, and drift matches that are pre- 
dictable and dull. The true potential only comes 


GAMEPRO.cCOM 


@ Developer: EA Montreal @ Publisher: EA Games 


through when you’re competing for style points— 
nailing sweet jumps and tight turns—or vying for 
the top spot with other people. 

But warn your friends that the controls can be 
unnecessarily frustrating at times. My initial fears 
were confirmed rather quickly: swiveling the con- 
troller to turn just isn’t precise and | wound up 
wedged against walls more often than | would 
have liked. It works, but not as well as it should. 
Oh, and if you have friends who are seasoned rac- 
ing game fans, expect them to roll their eyes at the 
ludicrousness of Nitro’s gameplay—it’s the polar 
opposite of simulation-oriented games like Forza 
3 and Gran Turismo. But then again, they’re not 
the game’s target audience, so they can go tighten 
a lug nut while the rest of us hoot, holler, and high- 
five during the entertaining co-op shenanigans. 
— Mitchell Dyer 
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PROS: Breakneck speeds in varied (and always- 
frantic) co-op/competitive races. 


CONS: Imprecise controls; muddy visuals; 
shallow single-player experience. 


In DJ Hero, some tracks allow you to play along with a guitar, which is a nice 


boon for those of us who already own Guitar Hero. 


DJ HERO 


A solid first effort should lead to bigger and better things down the road. 


uitar Hero isn’t just a successful game 

franchise: it’s a bona fide phenomenon. 

But as the old saying goes, all good things 
must come to an end and it’s obvious that we've 
reached a saturation point for rhythm games. Se- 
quels are becoming nothing more than glorified 
track packs and while sales are still strong, gamers 
are like cats in that they become easily distracted, 
so publishers have to find new ways to keep them 
interested. In that respect, you can either special- 
ize, the way Rock Band did with The Beatles, or 
you can produce an offshoot, which is the route 
Activision took with DJ Hero. 

It’s a title that benefits greatly from the famil- 
iarity that we have with its siblings: Guitar Hero 
did such a great job of indoctrinating us to the 
joys of pushing buttons to a beat that half the bat- 
tle’s already been won. But | don’t think DJ Hero 
will reach the same level of success that the Gui- 
tar Hero franchise did for a couple of reasons. The 
first is the price tag: at $119, it’s a rather large in- 
vestment for yet another specialized piece of plas- 
tic. Experiencing it first-hand will make believers 
out of some but it probably won't turn an entire 
generation of gamers into converts the way Guitar 
Hero did—especially because the experience isn’t 
as inherently satisfying. After all, everyone wants 
to secretly be in a band but far fewer of us long to 
be a professional DJ. 

Secondly, the hardware isn’t nearly as accessi- 
ble or as polished as the now classic five-buttoned 


guitar. The turntable peripheral is solidly built but 
it’s one or two revisions away from being perfect. 
The cross-fader switch is way too fickle for its own 
good; sometimes being even alittle out of position 
will result in a miss, which wrecks havoc on your 
combos. The turntable itself works fine, but hav- 
ing to press a button while also making a scratch- 
ing motion is more work than it should be; the blue 
button, which sits closest to the “record’s” cen- 
ter, is especially difficult because you can’t get as 
much leverage with just your ring finger. The ac- 
tual note charts could also use a bit of polishing as 
well; it can get a bit too “busy” for its own good, 
especially on the harder difficulties. 

You'll mess up a lot if you play on Hard or Ex- 
treme and that’s a shame because missing a note 
cuts the music off, which is the one thing they ab- 
solutely nailed. The 93 included songs are so good 
that I'd sometimes stay on the menu screen and 
just nod along to the beat. The audio team really 
put a lot of thought into the mixes and the pairings 
not only make sense but they’re often clever as 
well. Eminem’s “My Name Is” perfectly balances 
with Beck’s “Loser” to form a track that not only 
playfully thumbs its nose at the artists involved 
but also gives them a pat on the back. And the 
fact they took two songs that have become pop- 
culture punchlines—Vanilla Ice’s “Ice Ice Baby” 
and MC Hammer's “U Can’t Touch This”—and 
mashed them together into something worth- 
while is downright inspiring. 


The music really does most of the heavy lifting 
here and I'd gladly purchase the soundtrack if one 
was made available but the game’s lack of polish 
left me a little flat. DJ Hero has its moments but | 
didn’t feel that immediate sense of magic! did the 
first time | strapped on a replica guitar. | do think 
DJ Hero will carve out its own niche but for the 
reasons listed above its fanbase probably won't 
be as sizable or as rabid as its rock-’n’-roll cousins. 
There is hope, however, that the inevitable sequel 
will solve the issues with the hardware and note 
charts, the way GH2 finished what GH started, and 
that version might be the one to wait for but at the 
least, gamers who invest in DJ Hero can soothe 
any angst they feel over its faults by listening to 
the incredible setlist.—Tae K. Kim 


PROS: The music is good enough that I'd boot 
up the game just hear it; some tracks let you 
play along with a guitar, which is a nice bonus. 


CONS: Controller and note charts need polish; 
price tag might turn off some would-be DJ’s. 
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Clank can create holographic clones of himself in order to solve the many 


puzzles that lie before him. 


RATCHET & CLANK FUTUR 


A CRACK IN 


TIME 


Insomniac’s fuzzy space ranger conquers time terrorism! 


ew gaming franchises have maintained as 

consistent a level of quality as Insomniac’s 

Ratchet & Clank. From their PlayStation 2 
debut to last year’s short, but oh-so sweet Quest 
for Booty, the lombax/robot duo has set a high 
standard for other third person action hybrids 
to follow. A Crack in Time proudly continues this 
tradition with a slew of innovative new additions 
to the game’s tried-and-true core formula, all the 
while keeping the trademark wit and charm that’s 
served the series so well. 

Ratchet & Clank: A Crack in Time picks up right 
where A Quest for Booty left off: Clank is being 
held hostage on a mysterious device known as The 
Great Clock, while Ratchet reluctantly teamed up 
with Captain Qwark to effect a rescue. A Crack in 
Time is neatly split into Ratchet’s action and plat- 
form-heavy segments and Clank’s brain-teasing 
puzzle sections, adding a nice level of variety to the 
core gameplay that neatly breaks up the monotony 
of blasting away Nefarious’s henchmen. Ratchet’s 
segments retain the same look and feel as pre- 
vious installments, including the customization 
first introduced in Going Commando. The clas- 
sic run-n-gun segments have been neatly compli- 
mented by some zany new weapons such as the 
deadly Plasma Striker rifle and the belch-powered 
Sonic Eruptor but one of the most enjoyable 


additions is the Hoverboots: this rocket-powered 
footwear is absolutely invaluable when it comes 
to high speed terrain traversal. 

Aphelion, Ratchet’s trust starship, also makes 
a return, but instead of the rail-shooter inspired 
segments seen in past R&C titles, A Crack in Time 
allows players to zip from planet to planet with 
StarFox-inspired ease. Ratchet can also accept 
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A Crackin Time is neatly 
Split into Ratchets action 
and platform-heavy seg- 


ments and Clank’s brain- 
teasing puzzle sections, 
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numerous side missions in space, from hailing 
and helping neighboring ships in need, or blasting 
away gladiators at the Argonian Battleplex. While 
these missions aren't essential, they do offer up a 
nice assortment of upgrades, weapons and modi- 
fications as rewards. 

The Clank segements take a more puzzle-ori- 
ented approach; using the unique technology 
found on the Great Clock, Clank is able to record 


holographic copies of himselfthatcan flip switches, 
attack enemies, and further help him reach his 
goals. The puzzles get pretty tricky, lending the ac- 
tion a nice sense of challenge and depth. 

A couple of issues do cut into the fun—the 
game’s camera sometimes orients itself in a less 
than useful position and there isn’t much in the 
way of innovation or new gameplay elements— 
but even with a bulk of its core gameplay largely 
unchanged, A Crack in Time has just enough to 
satisfy. The fact that it looks, sounds, and plays 
like a dream only cements its standing as a wor- 
thy additon to an already fantastic franchise. 
—Will Herring 


PROS: Impressive visuals, character designs, 
and excellent art style; classic action-platformer 
hybrid is still a blast to play. 


CONS: Camera can act a bit quirky; crowded 
environments hinder the action. 


debugarooo 
OW1L0.0% 


te 


Most gamers don’t know Armor King from Burger King, butiftheyinvest — a | 


green 


just a bit of effort, they might find something to like about Tekken 6. 


TEKKEN 6 


f you're already a diehard fan of the Tekken se- 

ries then you’ve probably made up your mind 

about Tekken 6 already, so | won’t bother wast- 
ing my breath telling you whether or not the game 
is any good. Rather, I’m going to talk to the new- 
comers and the casual fans who might know the 
series but haven't memorized the move list and 
can recite the storyline from memory. As | played, 
| kept the following questions in mind: What, if 
anything, does the latest Tekken installment have 
in store for them? And is it worth buying for fight- 
ing fans who haven't kept up with the series? 


IRON FISTICUFFS 

Like its well-received predecessor, Tekken 6 is an 
explosive, fast-paced fighter that is approach- 
able, but rewards careful action and knowledge 
of your chosen character’s numerous techniques. 
Mashing the punch and kick buttons may get you 
by initially, but learning the various throws and 


advanced maneuvers can go along way ina game 
that carefully straddles the line between accessi- 
bility and depth. Regardless of your skill level, 
though, you can look forward to intense battles 
loaded with visual flair, as the detailed fighters in- 
tertwine amidst special effects, all set upon lavish 
and diverse backdrops. 

Much of what defines the Tekken experience 
comes from the expansive roster, which bulges 
to 40 standard characters in this iteration, includ- 
ing several newcomers. Whatever your preferred 
fighting discipline, chances are you'll find a suit- 
able character within this colorful crew, which 
includes humans, robots, animals, and even a 
wooden dummy. And with a ranking system and 
new ability to customize each character's appear- 
ance, you'll be able to put your own unique stamp 
on each included fighter. 


BEAT Up 

Besides the traditional fighting action, which is 
found in a variety of play modes (arcade, survival, 
Ghost Battle, etc.), Tekken 6 also features a Sce- 
nario Campaign, which recasts the typical Tekken 
combat within a 3D beat-em-up action experi- 
ence. These narrative-driven stages unravel the 
twisted fates of the numerous fighters, and while 
the Tekken fighting aesthetic doesn’t transfer per- 
fectly into this new arena, it’s a fairly decent diver- 
sion that extends the experience beyond typical 
One-on-one matches. 


Compared to something like Street Fighter 
IV, Tekken 6 might seem like a less consequential 
upgrade, as it largely seems like a refreshed 
and expanded update to Tekken 5 but that 
was still an excellent fighter, and whether 
you've savored each series entry or only 
dabbled here or there, Tekken 6 is another 
great fight-fest that will entertain players 
of all persuasions. Of course it will help if 
you have a working knowledge of the se- _ 
ries and have played previous entries but 
it still offers enough depth to entertain 
even casual fans who are just looking to 
kick a little virtual ass. But take the time 
to learn the nuances and you will be 
suitably rewarded.—Andrew Hayward 
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PROS: Exciting, fast-paced fighting that’s de- 4 
tailed and accessible; large and diverse castof ¢ 
customizable characters; sharp visuals. 


CONS: Doesn't feel like a huge upgrade over 
the last game; Scenario Campaign is sort of a 
shallow, undeveloped experience. 


Salami Time gives you an up close view of your carnage, but it quickly 


becomes an annoying distraction. 


FAIRYTALE FIGHTS 


A blood-filled tale that doesn't end happily ever after 


rss Xbox 360 


()) platforming adventure 
A: game that takes place 
the lands of lore, 
Fairytale Fights is a bloody romp 
that ultimately fails to satisfy. As 
the iconic Snow White, Beanstalk 
Jack, Red Riding Hood, or Naked Em- 
peror, your objective is to set things 
right after the nefarious Little Boy Tai- 
lor steals famous folk tales from the 
fairytale history books. The premise is 
sound but the execution leaves a lot to 
be desired. 


EVERYONE ENJOYS A Happy 


ENDING 

The most enjoyable part of the game 
lies in the gallons upon gallons of blood- 
shed brought on by my Snow White Fu. 
When hordes of fairytalers are mas- 
sacred, the pools of blood left in 
their wake serve as a handy slip- 
n-slide which is helpful in evading 


enemy attacks and creates an outlet for push- 
ing them into hazards such as buzz saw pits and 
spiked tongues. Closely rivaling the bloodshed is 
the weapon selection. The selection is formida- 
ble, ranging from Slappy the Cat Lollipops to Love 
Potions. There is an astronomical 140 available 
weapon choices for all your slice-n-dice needs and 
Fairytale Fights revels in death; strangely, though, 
when it comes to your own death, the game sort 
of shrugs it off. | died constantly during my play- 
through, yet it didn’t get in my way of completing 
Quest Mode, not by a long shot. 

Although | did enjoy the volume of dismem- 
berment, the game ultimately suffers from mo- 
notonous gameplay and some_ presentation 
quirks that all but destroy the fun. The interesting 
gimmick called ‘Salami Time’ for instance, will pe- 
riodically zoom in on your kills but it takes over a 
decent amount of the screen, making it hard to see 
what's going on. This is compounded by the fact 


that the camera isn’t exactly great to begin with. 
The control setup is also awkward and rudimen- 
tary; it’s poorly implemented and has a negative 
effect on the action. 


FAIRYTALE TRAGEDY 

Fairytale Fights had some potential but it falls ex- 
tremely short of its goal. | really wanted to enjoy 
this game but after putting a good eight hours 
into it, | was more than ready for it to come to a 
bloody end. There’s just nothing to hold your 
interest over the long haul and while roaming 
around with some friends helps, it just isn’t enter- 
taining enough for me to recommend it to anyone, 
not even those who love fairy tales and platform 
titles.—Heather Bartron 
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PROS: Jazzy music; vast weapon selection; tons 
of gore; premise is original. 


CONS: The gameplay is monotonous; single- 
player experience isn’t that great; the control 
scheme is awkward. 


GRAND THEFT AUTO: 
THE BALLAD OF GAY TONY 


Xbox 360 


s : 


New protagonist Luis Lopez walks softly but he carries a big gun. He’s a cool 
customer but he isn’t afraid to get his hands dirty every now and again. 


hate to say it, because it’s trite and rather lazy, 

but The Ballad of Gay Tony is, simply put, 

“more GTA.” And honestly, if you’re the type 
of gamer who would buy this expansion, that’s 
all you need to know, because that’s all you want: 
more missions, more weapons, and more activ- 
ities—in short, “more GTA.” In this regard, Gay 
Tony succeeds admirably. It’s vintage GTA and it 
offers a surprisingly meaty experience. Unfortu- 
nately, it also offers a lot of the same problems 
that have plagued the series since its inception, 
a fact that nearly ruined an otherwise engaging 
gaming experience for me. 
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[also appreciated the char- 
acterization of the titular 
Gay Tony: |hel comes across 
more asa flawed man who 
just happens to be gay. 
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INHERITANCE TAX 

Gay Tony might be new to the GTA family but it 
inherited a lot of the same genetic defects that 
affected its siblings. Cars still handle as if you're 
driving on a sheet of ice, and the auto-aim is still 
ridiculously fickle; there’s still a lot of aimless driv- 
ing between points of interest and the difficulty of 
certain missions is still painfully uneven; and the 
camera is still wonky and the penalty for failing a 
mission is still too steep. 

Anyone who played GTA knows these prob- 
lems well and the fact that they’re still around is 
a little troubling. Rockstar isn’t completely deaf 
to complaints—GTAIV’s incessant cell phone 


calls are almost non-existent in Gay Tony, for in- 
stance—so it’s a real shame that the ghosts of 
GTA’s past still haunt the overall experience, es- 
pecially because despite all its warts, Gay Tony 
still manages to be fun. 


WELCOME TO THE PARTY, PAL 

That's a testament to the strength of the GTA for- 
mula and proof Rockstar still knows what it’s do- 
ing. Technical and A.I. issues aside, the game is 
still entertaining thanks to the rock-solid gameplay 
and varied missions. The narrative tone is also a 
high-point because it’s far more light-hearted than 
GTAIV, which took the business of being serious a 
little too seriously. | also appreciated the charac- 
terization of the titular Gay Tony: instead of por- 
traying him as a cartoonish caricature, Gay Tony 
comes across more as a flawed man who just hap- 
pens to be gay rather than a flawed “gay” who just 
happens to be a man. 

During my playthrough, there were plenty of 
times | wanted to throw the controller halfway 
across the room in frustration, but there were far 
more moments when | was fully engaged in the 
action that was unfolding before me, which is 
basically the same reaction | had to every single 
GTA title since GTAIll. I'm going to recommend 
Gay Tony but only to GTA fanatics who are willing 
to gloss over the persistent faults; it’s with them 
in mind that | award the game a high score. But 
gamers who have already given up on GTA won't 
find anything here to change their minds, so save 
your MS points for something else.—Tae K. Kim 


PROS: Long and interesting GTA experience: 
perfect for gamers who just want to revisit Lib- 
erty City again. 


CONS: Issues that have plagued GIA still 
persist; gamers who’ve moved on past GTA 
won't find a compelling reason to return. 


GRAND THEFT AUTO: 


CHINATOWN WARS 


hen | was asked to review Chinatown Wars 
W on the Nintendo DS, | didn’t go in with high 

expectations. One of the grittiest, bloodi- 
est, and most mature franchises making its way to 
Nintendo’s relatively kid-friendly handheld? The end 
result, however, was a rich and incredibly fun over- 
head experience, packed with some truly addictive 
mini-games. Now, about seven months later, Rock- 
star’s Liberty City redux makes its way to Sony’s PSP 
with a few extra bells and whistles, but is it worth 
the reinvestment? 

Of course it is: it is GTA, after all. The bulk of 
the DS iteration remains unchanged, but there are 
a few noteworthy additions in the PSP release of 
Chinatown Wars, including new widescreen cel- 
shaded visuals, a few new instrumental radio sta- 
tions (including one dedicated to Toronto-based 
rock gods Anvil), and a series of new missions, 
including a plethora of new Rampage opportuni- 
ties. The DS touch-screen mini-games remain in 
the PSP port (save a few untranslatable instances) 
only now they’re mostly played with the analog 
nub and shoulder buttons. This works well, for the 
most part, but there’s no denying it can occasion- 
ally feel pretty awkward. The new missions are 
certainly fun, but not exactly reason enough for 
an entire re-purchase of the same game, and it’s a 
slight disappointment that Rockstar wasn’t willing 
to go all out for a full musical library and voice act- 
ing known to other GTA experiences. 

Still, most of these annoyances are minor 
complaints at best, and Chinatown Wars remains 
an absolute blast from start to finish with plenty 
of trademark Liberty City locales ripe for explo- 
ration, not to mention a cast of incredibly mem- 
ory characters (Chan Jaoming, | hardly knew ya.) 
If you're looking for a good action adventure ex- 
perience that harkens back to the more cartoony 
Grand Theft Auto days, then Chinatown Wars is 


_ certainly worth the investment.—Will Herring 


PROS: Classic GTA formula: drug trading mini- 
game is surprisingly addictive. 


CONS: Not enough new content; touch-based 
mini-games are slightly awkward with the 
analog nub. 


TOSHIBA Oosmio X500 


8  Wobta: alienware.com 
@ Price: $5149 


WHO? Toshiba has been in the electronics market 
for along time now and they've leverged their ex- 
pertise to bring a line of high end gaming laptops 
to market. 


WHAT? Last month we took a look at a few mon- 
strous gaming rigs from the likes of technological 
behemoths iBuyPower and Alienware. This month 
we're going a bit more compact with the portable 
yet powerful Toshiba Qosmio X500. It may look 
like your typical wide-screen, HD enabled laptop, 
but this beast holds the same amount of power 
_ you might come to expect from any number of 
top-of-the-line gaming rigs. Equipped with an In- 
_tel Core i7 processor, an NVIDIA GeForce 250M 
graphics card and an incredible 18.4” display, 
you'll have a good amount of difficulty finding a 
laptop as powerful and stable as the Qosmio. 


WHY? A speedy processor and a gorgeous HD 
display make this an incredibly compelling op- 
tion for PC gamers who want the portability of a 
laptop as well as the performance of a uaa 
—Will cides 


THE ART OF 
OSAMU TEZUKA © 


WHO? Osamu Tezuka has been called many 
things, including "the Japanese Walt Dis- 
ney" and the "Godfather of Manga." A cre- 
ative force so inspiring that his impact is still 
readily felt on modern animation and car- 
toon art to this day, Tezuka was indisputably 
one of the finest artists of his generation. 


WHAT? The Art of Osamu Tezuka celebrates 
one of the most influential manga artists of 
all time with a standout collection of over 
300 breathtaking images, including a wide 
range of exclusive selections that have 
never before seen the light of day outside 
of Japan. 


WHY? Dr. Osamu Tezuka brought us some of the most memorable and identifiable imagery of 
the past century, from soaring through futuristic skyways with the indomitable Astro Boy to the 
nerve-wracking surgical scenarios presented in Black Jack. A celebration of this master story- 
teller’s extraordinary life, The Art of Osamu Tezuka is a must own for anime and manga fans ev- 
erywhere, and a wonderful way for newcomers to become acquainted with one of the fathers 


of modern day cartoon art.—WH 


Goon V Woop Mops STEALTH HAND DRUM Kit - 


WHO? Good Wood Mods is home to a wide 
variety of responsive, accurate and above all, 
silent homemade drum kit modifications for 
all of your musical simulation needs. 


WHAT? The Good Wood Mods line of custom- 
made drum kits is the perfect solution to those 
heated late-night sessions of Rock Band and 
Guitar Hero. Sporting a compact design and 
a stellar set of mesh pads with a satisfying 
amount of bounce-back, Good Wood Mods is 
certainly well on their way to building a better 
drum set one kit at a time. 


WHY ? If you're like the folks at the GamePro of- 
fices and you tend to get a bit too carried away 
on your drum solos, the fine folks at Good 
Wood Mods are ready and willing to replace 
your splintered drum kit with a well-built, long- 
lasting substitute. —WH 


PROTOMEN—ACT Il: 
THE FATHER OF DEATH 


WHO? Protomen is a group of Tennessee-based 
rockers who spend their waking life turning the 
story of Mega Man (albeit with some creative 
embellishments) into a living, breathing rock 
opera. Before you ask, no, they aren't a “video 
game cover band”: their mission is much loft- 
ier than that. 


WHAT? The group’s latest work serves as a pre- 
quel to the story depicted in their self-titled de- 
but, and follows Dr. Light as he deals with the 
repercussions of bringing his (and Dr. Wily’s) creations to life. The music that accom- 
panies the heady story covers everything from operatic funeral procession fare, 
straight-up rock, 80’s hair metal and more. Genre-hopping can sometimes hurt a 
band’s overall focus for the record, but in the Protomen’s case, it perfectly compli- 
ments the story and lyrics. 


WHY? The Protomen have crafted such a superb record with Act Il that they've 
vaulted themselves out of the obscure “video game music” genre and into a class 
of concept record artists that no video game-inspired band has, or most-likely will 
reach. Though the listener’s first inclination may be to scoff at the idea of creating 
music based around an 8-bit man of mega proportions, one listen of the Protomen’s 
latest will slap that jaded grin right off their face.—Andy Burt 


ROCK BAND 2 ELECTRO-HARMONIX 
OVERDRIVE PEDAL 


WHO? Accessory mavens Mad Catz have been creating quality third-party peripher- 
als for what seems like forever. Their full line of Rock Band accessories range from 
the superfluous to the useful; their Electro-Harmonix Overdrive Pedal is a virtual 
rocker’s answer to easier performances and higher Rock Band scores. 


WHAT? We've all been there before—you’re on a 150 note streak, the crowd is going 
wild, and you've been saving up your Overdrive meter for the right stretch of notes. 
But when the time comes to tilt your guitar, the motion throws off your fingers just 
slightly, and you miss one crucial note. So much for you perfect score, right? Wrong. 
Once again, Mad Catz has your back with the Electro-Harmonix Overdrive Pedal. 
Shaped like an actual effects pedal, it allows you to activate Starpower without mov- 
ing the guitar, essential for keeping your streak going. 


WHY? If you’re serious about Rock Band, this is one peripheral worth considering 
because it can have an appreciable effect on your overall performance. The fact that 
it looks sort of cool doesn’t hurt.—McKinley Noble 


TURTLE BEACH EAR 
FORCE X31 HEADSET 


® Website: turtlebeach.com 
# Price: $99.99 


WHO? Turtle Beach makes masterful equipment for video 
gaming audiophiles, and the X31 Headset is another accom- 
plishment in a long line of high tech Xbox 360 accessories. 


WHAT? One thing every gamer hates is not being able to play 
their favorite game after quiet hours. Thankfully, we have the 
Wireless Digital RF Xbox 360 Headsets here to save the day. 
Not only does Turtle Beach's new X31 model get rid of all the 
nasty wires that can clog up your entertainment center, but 
with a simple audio splitter and a tiny digital transmitter, we 
were also enjoying wireless, clear audio on our headset. Even 
better, the X31 effectively gave us loud, surrounding noise 
without completely blocking out peripheral noise, which 
sounds just like having the television on at full blast. Also, 
Xbox Live sounds clean and crisp, and an adjustable micro- 
phone will make sure that even in the dead of night, you can 
talk softly and still play it loud. 


WHY: While the asking price is steep, the X31 is both sturdy 
and stylish. If you hate the flimsiness of the stock headset 
or you spend a lot of time playing online, this is one headset 
worth considering.—MN 


Why So Exclusive? 

Youd think that when someone makes a game for two platforms, they'd 
both be the same for each system, right? Wrong. It’s becoming increasingly 
more common for game developers to make a game for both the PS3 and 
the Xbox 360, and then turn around and make some feature that only one 
of the games has. In Batman: Arkham Asylum you play as Batman in the 
Challenges, and have the option of playing as the Joker—but only if you have 
the PS3. Why do developers think it’s such a great idea to make two games, 
and then go an extra mile on just one of them? Do they think people will go 
buy the system just so they can have the exclusive content? I know I'mnot 
willing to shell out $300 just so Ican beat up goons as the caped crusader's 
arch-enemy. Are they trying to get Xbox 360 owners jealous of PS3 owners, 
and vice versa? Or are they just too lazy to do the extra work? I hope you 
guys have an answer, because I sure don't. 

Drk1135—Via Email 


Imactually completely on boat Ith you for this one Its pretty lame that only the 
P53 version has the Joker, exclusive DLC, and all that sweet,sexy PS Home gear But 
sadly, people did buy a PS3 just so they could have the extra content Even my iron 
willpower almost fell to that trap. After all Sony probably shelled out some maic 
ash and fancy dinners for that content, and Microsoft d thothe 
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Backwoods Gaming 


Let me say this first: | live in the middle of a for- 
est. And because of that, | have crappy dial-up In- 
ternet. Now, I’ve heard of DLC like Dead Space’s 
Heavy Weapons Pack or Gears of War and Halo 
map packs, but | can’t get Xbox Live out where 
| live. And it seems that certain games are Xbox 
live dependant (such as GTAIV). Now don’t get me 
wrong, those were great games, but think about 
those gamers without Xbox Live or PlayStation 
Network. | can’t deathmatch my buddies in Halo, 
cut dinos in Turok online, or get 1000 Gamer- 
Score because some genius thought it a good 
idea to have online multiplayer (and Achieve- 
ments) only. A good game can get even better by 
having customizable bots (a la Red Faction 2) and 
offline multiplayer. | just think | would play a lot 
more games if they had offline multiplayer. | just 
hope some game producer reads this and gets 
it through his thick skull that the best of us can’t 
experience half the game’s features because of 
crappy AOL. Here’s hoping. 

Starwarsdukky—Via Email 


Trust me when | say this, Jim: | know how you 
feel. | grew up in the rural, cow-infested plains 
of Texas, where pretty much the height of excite- 
ment is watching your hillbilly neighbors try and 
blow stuff up. You’re talking to a guy that had sat- 
ellite modem installed into his home so he could 
play EverQuest and City of Heroes above dial-up 
speed. While many players are firmly under the 
impression that games will one day go all digital, 
I'm really hoping that we'll stick to stocking ac- 
tual game cases on retail shelves. My same argu- 
ment applies to the Kindle revolution—while I’m 
sure that digital readers work wonders as far as 
transporting an entire library would go, it’s really 
hard to beat holding an actual paperback in your 
hands.—Will 


Hey, | feel your pain on those AOL woes, but it’s 
not the game producers that need to step up 
their technology. We need a giant dome around 
the Earth that provides wireless Broadband and 
mega-fast Internet for every man, woman, child, 
and manchild under the sun. | mean, come on, 
we still have weather? Give me a break. Anyway, 
| agree that it does suck when 1000 GamerScore 


Renee § OitS are locked into multiplayer mode when | 


and His Blob and Scribblenauts 
do so well. They came out of 
nowhere and stole our hearts 
Cue to how unique and fresh 
they are. 


don’t want to play other people online. Let’s hope 
that in the future, we can still get all our Gamer- 
Score points offline, and they'll make extra Xbox 
Live/PSN exclusive achievements/trophies for 
you woodland elves, lumberjacks, and whoever 
else lives in the woods in this age.—MckKinley 


Avoiding the Cold Shoulder 


Every time | read a video game magazine, there’s 
always a game by a new developer that doesn’t 
get good reviews. This makes me think: If | ever 
wanted to start my own game company, how can 
| not be cast into the shadow of gaming power- 
houses such as Bungie, Infinity Ward, and others? 
There are so many games that get ignored even if 
they are good. 

John Carter—via Email 


What October game are you most looking forward to? 


Borderlands 
Brutal Legend 


Tekken 6 


Grand Theft Auto: The Ballad of Gay Tony 


DJ Hero: 


The best way to not be cast into the shadows by 
larger studios is simple; create something ex- 
traordinary that no one can deny. That’s why 
games like A Boy and His Blob and Scribblenauts 
do so well. They came out of nowhere and stole 
our hearts due to how unique and fresh they are. 
The other side of the coin is smaller companies try 
to get on the hype of a genre they know works and 
all that ends up coming of it is another rip-off. Of 
course it’s not as easy as having a great idea. If the 
follow through of the project is rough it can ruin 
everything. For example, bad texture maps, horri- 
ble cut scenes, and so forth. Above all else getting 
press on your side is a big must. How will anyone 
know to play your game if they haven't even heard 
of it? | like that you are shooting big at wanting 
to create your own game company, but one step 
at a time John. You should consider majoring in 


something game related such as game design or 
Programming in order to expand your knowledge 
before jumping head first into company creation. 
| went to school for game art and design and trust 
me it’s not as easy as you think or what you think 
you know doesn’t amount to much. Don’t believe 
me? Give it a try.—Heather 


All Sonic-ed Out 


What would you classify as a truly milked gaming 
franchise?—Mike C. (Moridin via GamePro.com/ 
forums) 


It truly pains me to answer this, Mike, but|l’m going 
to have to go with the once-great Blue Blur him- 
self, Sonic the Hedgehog. Don’t get me wrong— 
| grew up speeding through loop-de-loops with 
the best of ‘em, but time hasn’t been too kind to 


SCORE: 
TIME: 0:23 
RINGS 23 


Sega’s chilidog-loving mascot. Sonic’s days of 
sound barrier-breaking chases have slowly been 
replaced by lackluster (and surprisingly slow) 
gameplay mechanics, and bland, over-talkative 
sidekicks have populated the once varied cast of 
characters. While we'll always have fond memo- 
ries of the Sonic’s golden age, we can only hope 
Sega picks up the slack and brings the series back 
to its high-octane roots.—Will 


No More Instructions 


Do you guys think there will ever be a point when 
games will no longer include instruction booklets? 
After all, most games these days include a tutorial 
mode, and the controls can be displayed onscreen 
with the push of a button. Eliminating the booklet 
could drastically reduce printing costs and paper, 
not to mention the time it takes to type them up. 
Any thoughts on this? 

Joe Mientus—Pittsburgh, PA 


That's a great question, Joe. I’ve been a long time 
fan of taking the time to read developer’s essays, 
back story, as well as hints and tips to enrich the 
game experience. This really reminds me of mov- 
ing from CDs from LPs, as you lost the liner notes, 
lyrics, and band essays. On that note, hard copies 
of games may be on their way out, too, with the 
eve of a DLC revolution upon us. All us gamers 
can do is let developers and publishers know how 
much we still appreciate the time and effort that 
goes into the final product.—Will 


Write to Us: 


Unground Me 

| was wondering if you could give my mom five 
reasons to unground me from my consoles. | have 
Gears of War 2, Dead Space, Fallout 3, Metal Gear 
Solid 4, Killzone 2, and Call of Duty: World at War. 
| really want to finish the campaign on almost all of 
the above and at least get a prestige online. 
Chandler Herndon—West Monroe, LA 


Unground Chandler— 
I need his help! 


What did you do to get grounded that long? Re- 

gardless of what you've done, here are a few 

things you could do to shorten the grounding sen- 
tence from Heather and Will: 

1. Video games are proven to increase life expec- 
tancy. Just ask Dr. Oz, co-founder of the Acai 
Berry diet! 

2. Gamers are not only less violent, but they leave 
their house so rarely they’re actually hardly re- 
garded as a threat, much less a dent to society. 


3. Save money and time by never going to the gro- 
cery store ever again! Cook food? Ha! Say hello 
to nachos and Hot Pockets, your new bread 
and butter! 

4. Tell her: “Mom, there are Locusts running 
around rabid blowing everything and everyone 
up in sight. You really want the end of the world 
sitting on your shoulders?” 


5. Ask your Mom to join the fight against Nazis 
and the Horde. Everyone likes to be included in 
some way or another. Maybe your dear sweet 
Mother just feels left out. 


Nard copies of games may 
be out of the question pretty 
soon with the eve of aDLC 
revolution upon us. All us 
gamers can do is let devel- 
opers and publishers know 
how much we still appreci- 
ate the time and effort that 
goes into the final product. 


Got a question or comment? Write to us with your name and town via e-mail: feedback@gamepro. 
com or GamePro, Head2Head, 501 2nd St., Ste. 114, San Francisco, CA 94107 (Be sure to tell us your 
city and state, too.) The best letters will be rewarded with publishing bragging rights in future is- 


sues of GamePro. 


Connect Online at www.GamePro.com 
Go online, follow your favorite games and systems, and sound off on breaking stories. 


Reader Reviews 


Champions Online 
(PC) 
By Souljaboy3 


With literally billions of combinations for 
your character's creation, Champions Online 
stands out as a great MMORPG for someone 
like myself who never felt the urge to play 
MMO's like World of Warcraft. This game has 
brought players from other genres into the 
fold and | can tell you it’s been one fun ride 
all the way. Honestly, | don’t know where to 
start: the game has it all. | never played City of 
Heroes, but! heard it was pretty popular. The 
only cons! can think of is the price to play the 
game and normal subscription: you're going 
to shell out over $80 just to get online and 
play, which, for me, came to around $0.50 a 
day. But the game has been a blast, and they 
have changed it a lot since launch, so its now 
better than ever. 


Fun Factor: ore & & 


—eenens Marvel: 

a 43 Ultimate Alliance 2 
| (Xbox 360) 

By oubird 


Overall this is a great game that’s highly 
polished, and it plays just like any Ultimate 
Alliance or X-Men: Legends game. The level- 
ing system is topnotch, there are lots of op- 
tions, and the best part is there’s no penalty 
for switching around your experience points. 
All characters level up almost equally, so if 
you decide to try out the Invisible Woman, 
for instance, it won’t hurt your leveling up of 
Storm. Also, you can change heroes on the 
fly at any time (except during boss battles), 
so the action stays as fresh and varied as you 
make it. Marvel: Ultimate Alliance 2 does get 
repetitive, though, and all missions seem to 
last approximately 30 minutes. 


Fun Factor: sci 


Art Attack! 


This month's Letter of the Month winner will receive Lips: Number One Hit: 
for Xbox 360! Rated Teen (Lyrics, Mild Cartoon Violence, Sexual Themes, 
and Use of Tobacco) by the ESRB. 
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by Ernesto Galvan Ill by Tara Johnson 


Send us your art! 


GamePro magazine ¢ Art Attack 
501 Second Street, Suite 114 


San Francisco, CA 94107-1431 


All art becomes the property of GamePro magazine. Sorry, we cannot return artwork. We will accept color photocopies igital scans. 
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